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DANCING FEATS. 


Are you the next Rod Stewart, Stevie 
Wonder, Paul McCartney or Louis 
Armstrong? Find out with DANCING 
FEATS the great new computer musical 
composing and performing game from 
Artie! 


Blues! Jazz! Rock! Boogie! Experiment 
with beat, style, tempo and endings to 
produce your very own kind of music! 
See as you play! Notes and chords 
selected are displayed on the screen as 
you perform to aid your composing skill! 
Give it a try tonight at home and who 
knows, you might end up at the Albert 
Hall! 

Commodore 64 £6.95 


Now available for Commodore 64, 

Planet of Death, Inca Curse, Ship of 
Doom, Espionage Island and Mothership, 
all at £6.95. 


ARTIC COMPUTING LTD 

Main Street, Brandesburton, Driffield Y025 8RL 

Cheques and PC’s payable to Artie Computing Ltd. 
Dealer enquiries welcome. 

Access and Barclaycard welcome. 


WARNING: These programs are sold according to 
ARTIC COMPUTING LTD’s terms of trade and 
conditions of sale. Copies of which are available on 
request. 


Send S.A.E. (9in. x 6in.) for FREE catalogue of 
our wide range of programs. _ 


To: Artic Computing Ltd, Main Street 
Brandesburton, Driffield Y025 8RL 


Please supply 


Cheque for total amount enclosed £ 


Name 


Address 


Access/Barclaycard No. 


Please delete or complete as applicable 
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Ongoing Review Situation (p.24) 


Computer War is Hell (p.72) 


GULPO! ■ 


You know how these things happen. 
Bugs kind of, y'know, creep into the 
system. In last month's ish we pub¬ 
lished SAVE THE CITY. We said it was 
for CBM 64. When all the time it was 
for, er, Vic-20. 

The culprit has been shot. 


3D Rotating Spectrum Graphics (p.76) 


raSK 

are set in the 




Editorial Address: BIG K, 
Room 2026, IPC Magazines Ltd., 
King's Reach Tower, 
Stamford Street, London SEl 9LS. 
Telephone: 01-261 6604/6249 


Advertising: Robin Johnson 
01-261 5119 


Contents 

I GAMES PROGRAMS I 


TYBURN TREE for Atari 400/800 .12 

LUNAR TOUCHDOWN for CBM 64.34 

R.BLOC for Spectrum.36 

OTHELLO for CBM 64.44 

ADVENTURE X for Spectrum 48K.50 

WATCH THAT BUNKER! for VIC-20.68 

COUNTERMINE for CBM 64.84 


MODEM LIVING: plug in, power up, and tap. Right? Wrong. 

PETER SHELLEY: ex-Buzzocks guy sounds out the music progs. 

THIS YEAR'S CHIP? The 68000 gives 32 bits of bliss. We check it out. 

A TAR! 800XL: latest salvo in the under-£300 war. We review it. 

PLUS TYPE-IN GAMES LISTINGS; REVIEWS; LETTERS and MUCH, MUCH MORE. 


I SOFTWARE REVIEWS I 

General Moore reviews war games.72 

I HARDWARE | 

The Class of 84.18 

My Dream Rig.60 

Brilliant Bodges.66 

Goad Your Code.70 

I FEATURES I 

How To Use Your Free Disc.11 

A Brit Takes On The Yanks. .38 

Adventure — The Last Frontier.48 

Good Game, Good Game.56 

Plotting To Succeed — Spectrum 
Graphics.76 

I regulars] 

On-Line News.3,5,6 

Charts.15 

Arcade Alley.40 

competition] 

Win an Atari 800XL.22 


This Months Freebie 
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is a full-blown course in groovier game 
graphics, all on a 7" Flexidisc. Just off¬ 
load to tape, LOAD and RUN. Full info p.11. 
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Wot about a bit of British Ore? (p.48) 
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There'san action-packed double bill playing time. And that adds up to a very 

coming your way this Easter. long Good Friday. And Saturday. And 

Buy Pitfall!,™ Robot Tank,™ River Sunday. And Monday... 

Raid^TheActivision Decathlon;“Enduro™ NB. Offer closes 30th April, 

or Keystone Kapers™ and we'll give you Available from your local dealer as 
Spider Fighter,™ Oink!,™ Plaque Attack,™ well as selected branches of Boots, 
Seaquest,™ or Megamania™ - free. John Menzies, Woolworths, 

That's two great Activision^^^ Greens at Debenhams, and 

games for the price of one - /nTiWlCl^kl branches of Beatties 

twice the action, twice the Model Shops. 

WE PUT YOU IN THE GAME. 

(The Atari® 2600™ and Video Computer System™ are trademarks of Atari Inc.) © 1984 Activision UK Inc. 
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WA TCH OUT, there are hungry 
eyes gazing at your Sinclair 
Spectrum! Having picked 
dean the bones of the dedi¬ 
cated video game market, 
three of the world's biggest 
video game companies are 
now looking for fresh meat. 

AT THE British Toy and Hobby 
Fair held in London earlier this 
year, biggies Atari, Activision 
and Parker all announced 
Spectrum versions of their 
top-selling titles which will be 
available in the coming 
months. 

Parker raised several eye¬ 
brows by displaying ROM car¬ 
tridge versions of their games 
utilising the comparatively 
new Sinclair Interface 2 — 
they estimatearound 300,000 
will be in use during 1984. 
Atari and Activision have 
opted for the standard 
cassette-based software. 

As of going to press the 
situation looks like this: Atari 
are first off the mark with 
Spectrum editions of PacMan, 
Galaxian and Ms Pac Man, on 
sale now or very soon. Each 
cassette carries a hefty price 
tag of £14.99 and it remains to 



be seen if the punters will pay 
such a high price for the origi¬ 
nal, 'official' versions of 
games that have already 
spawned hundredsofclonesin 
the existing software market. 
(See 'Hands Off Atarisoft' 
item below.) 

Parker have listed Death 
Star Battle, Q*Bert, Popeye, 
Star Wars and Gyruss as their 
initial offerings for the Spec¬ 
trum. All will be on cartridges 
which will plug into the Inter¬ 
face 2. 

Only Activision are keeping 
tight-lipped about their first 
Spectrum titles. Big K specu¬ 
lates that these must include 
the enormously successf u I Pit- 
fall, River Raid and K a boom. 
Again, no pricing as yet for the 
cassette format software. 


HANDS OFF ATARISOFT 


Having finally woken up to the fact that 
home micros about, ijiani Mian 

Dig Dug. Donkey '^"/’ff'^if^Ttarisoft titles. Atari have intensified 
With the release of the first Atarisoji m co, 

theirefforts to stop people ripping off informed by letter, in 

Most of the big hi°\l^^!ames Atari own or have exclusive 

very clear ternis, exacdy which gam will 

rights to (Saff/ezone, Mo "... imitates the narne, 

take legal action to stop anyone w properties. Since this 

gameplay oer cent of the micro games maAet it 

were heard to say, "Hey! What about us. 


WHO WANTS 
TO BE A 
MILLIONAIRE? 
(WE DO!) 



“There'S a good guarantee that the winner could enter the 
millionaire class.’’ So said Mark Eliot, the brains behind 
the mega-big International Video Came of the 
Year competition which has been running since earlier 
this year. 

No smaii-scaie operation this, the competition is open 
to anyone who can program a home computer game in 
over 20 different countries around the world. The 
winning game will bemarketedthroughoutthecomputer- 
literate world through various software liouses and for 
most micros. Not only that but the winner will be 
announced on a big TV spectacular which will be 
iroduced by Mark (‘agent of the stars’) McCormack’s 
nternational Management Group, who are also responsi- 
ile for the “Superstars” TV series. “The programme will 
36 a celebration of micros and games,” said Mark Eliot. 
“We hope it will become an annual event — like ‘Miss 
World’l” 


cent of world sales of the winning game. While not quite in 
the million earner class from that game alone, Mark is 
confident that the winner will clear the Big Mill from 
subsequent games. 

As of writing deals are still being made with leading 
software houses and other interested parties. The 
competition itself closes on May 31st so you’ve still got 
time to order that Porsche and choose what gown you’ll 
wear on TV. 




HOWMANY 
MACHINES 
MAKE SENSE? 

Around a quarter of a million. 
That's the threshold figure 
believed to be used by giant U .$. 
video games company Parker 
before they consider transfer¬ 
ring any of their games to a 
particular computer. 

Parker is reportedly building 
up a 'stable' of British pro¬ 
grammers, spurred on, no 
doubt, by the fact that the recal¬ 
citrant British youth spent £80 
million on games software 
during 1983. 


BUZBY GOES SOFT 

British Telecom will soon be 
piping games software into 
up to 1 million homes in 
Britain that are currently 
hooked into Rediffusion's 
cable TV operation through a 
new service called Game- 
star. For £9.95amonthfplus 
a connection fee), subscrib¬ 
ers to Gamestar will get a 
Spectrum which will act as a 
terminal and a choice of up to 
20 games, five of which will 
be replaced each month. 
Spectrum owners will get 
discounts. 









































SUPERB SPECTRUM GAMES, 

8UPEICHtRGE 


ALL GAMES £5.95 inc. P. & P 


YOUR 


I 100% machine-code, super 
smooth cartoon graphics. 
Captures all the action and the 
addictiveness of the muchj 
copied arcade classic.! 
PENGY's frozen wasteland has I 
been raided by the dreaded 
Sno-Bees—the only way out is 
to squash them with the ice 
blocks. Full of the original fea-: 
tures, bonus blocks, flashing 
blocks, tunes. Keyboard -f 
most joysticks. ANY SPEC¬ 
TRUM. 


100% machine- 
code, fast furious 
arcade action. Shoot 
the INVASION 
FORCE before they 
destroy your cities 
and laser bases. The 
enemy attacks in 35 
different types of 
space craft, each 
one faster and har¬ 
der to hit. Very 
addictive with fan¬ 
tastic graphics. 
SPECTRUM with 
STACK LIGHT RIFLE. 
APPROVED BY 
STACK. 


TRUM7 

SOFTWARE 


100% machine-code, 
fast furious arcade 
action. The treasures 
of TUTANKHAMUN 
are awesome—but so 
are the creatures that 
guard them! Explore 
the pharoah's tomb, a 
very large (over 40 
screens) series of 
scrolling mazes sepa¬ 
rated by locked doors. 
Unlock the doors with 
the keys, collect the 
treasures, and blast 
the creatures with 
your lasers or smart 
bomb. Packed full of 
features and excite¬ 
ment. "Very addic¬ 
tive" CRASH FEB. '84. 
48K SPECTRUM 
ONLY. 


DEALERS! FROM MOST GOOD 


AVAILABLE NOW! AT MOST 


DISTRIBUTORS. TEL. 03727 20152 GOOD COMPUTER SHOPS 

IF YOUR LOCAL DEALER DOESN'T STOCK MICROMANIA GAMES THEN ORDER DIRECT—24 HOUR FIRST- 
CLASS DESPATCH. SEND CHEQUE/P.O. TO: MICROMANIA, 14 Lower Hill Rd., EPSOM, Surrey KT19 8LT 



THE ^ 
FABULOUS 


ci»SEni 


mscodS 


VALUE that's 
out of this world 


^50 GAMES ON ONE CASSETTE 

■. DRAGON CDOBaIb Spectrum ‘ ||cipple ATARI;ORlC-1 ZXB1 VIO iiiO 


.. . ' w. * It is impossible to . 

• ' T * tell you everything 

about the 50 games on . 
CASSETTE - 50 but they include 
many types such as maze, arcade, 
missile, tactical and logic games, 
to suit most tastes In computer 
game playing. 

CASSETTE 50 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cost of other 
computer games. *. : . 


EXPRESS DELIVERY- 

Please send me by 
per tape. 1 enclose 

return of post. Cassette 50 at £9.95 
a cheque/postal order for 

ORDER NOW 

£ 

J 

made payable to 

Cascade Games Ltd. 

Name -——- 

Please debit I ' 
my No.|_,_ 

-I -1-1-1- 1 -1-1-1-1- T -1-1-1-1 

■ ■ 1 1 I 11_ 1 _1_1 -1- 1 - 1 - 1 - 


Address . 


SPECTRUM 
BBC m 


B oric- 1 ri zx si □ 20 F] 

DRAGON [□ ATARI [J APPLE [J 


Post Code 


Country 


|^)ea/ers €t Stockists enquiries welcome. 


cascade 

O 


10 


Cascade Games Ltd., 

Suite 4, 1-3 Haywra Crescent, Harrogate, 
North Yorkshire, HG1 5BG. England. 
Telephone: (0423) 504526. g|^ 5/84 
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AUSTRALIA 
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HCLP YOURSELF, 
PAL! I ‘t^ TIRED 
OF SAYING YOU! 


CROOK STARTTO 
A DINKUWI INCOME 

Dateline: Australia. Gidday. Here 
in Aus, land of Melbourne House 
and '*The Hobbtf\ we don't do 
things by halves. You poms are 
always worrying about copyright 
on computer software and howto 
stop drongos ripping you off. We 
don't have that problem, not any 
more. There is no copyright on 
software. 

In a case involving Yank com¬ 
pany Apple Computer and a 
bunch of fellas over here who 
were making a look-alike micro, it 
was ruled that programs cannot 
be considered as "literary works" 
under the Australian Copyright 
Act of 1968. 

Seems that literary works have 
to give "either information or 
instruction or pleasure in the form 
of literary enjoyment". Computer 
programs are just a load of mind¬ 
less instructions that control the 
operations of a machine. Where's 
the "literary enjoyment" in that? 

So if you've got a software 
copyright problem, give our 
wonderful Australian legal 
system a call. You'll never ha veto 
worry again. — Merv Wombat. 


;^v CALIFORNIA 
LI 1 CHURLS 


' 'MAKE it Simple, Hot and Deep." We felt like offering a prize 
for the best explanation ofthis cryptic sentence, but our moral 
integrity got the better of us. So we can tell you that this is the 
official philosophy of U.S. West Coast games programmers. 
Electronic Arts. 

Through classy advertising, slick packing and the use of big 
names in 'signatory software' (games supposedly conceived 
by the stars), EA have established quite an up-market image 
for themselves. They have also inspired an in-house solidarity 
that is rare in an industry where programmers change 
employers more often than they flip floppies. 

Okay, you're desperate to find out the meaning of our 
opening remarks. According to EA, 'Simple' means that you 
can get into the program right away without the need for 
complicated instructions.'Hot'means that the product" . . . 
Sizzles from hot graphics, hot sound and a tight design that 
pushes your computer to the limits]" (oh, grody to the max, 
man). And 'deep' means software that has lasting value and 
you'll enjoy for years, not days (fer sure, fer sure). 


SELF-STYLED 'House of Ideas' 
Marvel Comics have kerpowed 
their way into the micro market by 
signing a licensing deal with 
American soft warehouse A dven - 
ture International. The result of 
this cosmic collaboration will be a 
series of graphic adventures star¬ 
ring Marvel mega-stars Spider- 
Man, Captain America and The 
Incredible Hulk. 

This titanic team-up marks the 
meeting of two of the most 
influential forces in popular cul¬ 
ture in recent years: Stan ("Mr 
Presents") Lee, father of the 
Marvel-style of comic and Scott 
("Mr Adventure") Adams, father 
of computer adventure games 
software, who heads Adventure 
International. 


Graphics for the ne wgames are 
being produced by Marvel's own 
team of BuHpen artists giving the 
adventures an 'authentic look'. 

Mighty Marvel has already 
experimented with the video 
game field through Parker Video 
Games. Of two Atari VCS car¬ 
tridges announced early last year 
only Spider-Man has appeared to 
date and his performance can be 
said to be less than spectacular. 
'Nuff said? 

The first of the new graphic 
adventures. The Incredible Hulk, 
is due out in Britain from Adven¬ 
ture International (U.K.) Ltd. in 
May. It will appear in formats to fit 
most of the popular home micros. 
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take 


half of the Acorn/OL price 
bracket. Nor is laser technology 
neglected; the company has 
plans for a cheap laser-storage 
peripheral “ again, tobe manu 
factored by somebody else. 

In between spending the 
money, Imagine are also 
expanding fast, says Butler. 
Another 35 staff are due to be 
added shortly — though not 
programmers. Butler empha¬ 
sises thattheso-called 'ATeam' 
— six in all — plus the in-house 
Sage IVs — can handle all that 
line of work. 

How does he, personally, 
spend his share of the folding 
(j.e. four Very Big Ones)? "I'm 
really into my custom-built 
Harris 1200 bike. You can do 
wheelies at 100 mph." Oh. 


above just 
of needles < 
phile . . . Jt 
Software 
drive? (Si 
The Sha(3 


EIGHT MILLION pounds. That's 
what Liverpool-based software 
heroes Imaginecoined lastyear, 
according to co-founder and 50 
per cent director Mark Butler. 

"Imagine's just a front," he 
told BIG K this month, "You 
don't see the half of what goes 
on below the surface. We're 
making a fortune. My only prob¬ 
lem is spending my share." 

A recent earner for the 
Scouse house has been the 
commission — from mighty 
Apple — to design the icono¬ 
graphy of the newly-launched 
Macintosh computer. In addi¬ 
tion Imagine have finalised 
blueprints for a trlple-6502 
games machine to be built by A. 
N. Other and possibly launched 
later this year at a price roughly 


10 INPUT INFO 
20 GET CASH 

Big K needs you! 
Letters 
Listings 
Chat 


Access our database and 
get user-friendly cash if we 
use your letter, listing or 
whatever! Fire up your CPU 
(brain-circuit) and act now. 
The address is on the con¬ 
tents page. We want to hear 
from you. It gets so lonely in 
these data banks! 


LETTER FROM HUNGARY 

by our own Correspondent 
WE GAVE you fatcat Westerners Cube of 
Rubik. Now — are you ready for Warsaw Pact 
Software? 

No joking, comrades. Late last year Magyar VT 
(roughly equivalent to your Channel 4) organise 
competitions to discover computer 
games-writing talent. Small problem here, as 
due to incalculable benefits of me. nbership of 
COMECON, Warsaw Pact and all, not more 
than seventeen punters in all Hungary possess 
computer of any sort. (Comrade I know nearly 
bought Acorn one month ago but by time he 
reach head of queue machine withdrawn from 

sale. Curious, this. He buy Commodore 

instead). 

Result, 1 500 ideas come flooding in anyway as 
storyboards. Seems as if freedom from 
keyboard ownership no bad thing after all. 
Originality high. 

Now British companies Mirrorsoft and Ocean 
selling prizewinning ideas Caesar the Cat and 
Chinese Juggler. Hoping to make much 
money. Kind British suggestion that 6 tons of 
Oric-1 s be airfreighted in damn fast refused by 
Cultural Commissar. (Word here is, Par^y not 
want to spoil good thing.) But as you say in 
West, could be nice little earner. 
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Overkill City: Softek s iim 

Revenge ot me 


Norris McWhirter writes: 
Yes Roy, what our young 
friend says is perfectly tae^ if 
LangdeU pulls it off, he mU 
beat Minter, though menhon 
should be made here of a httk 
known Caucasian shepherd who 
is aUeeed to have re-scored the 
origin^ Super Pongout for no 
lessto 256 levels, this 

frJlestuse...Ves,yes,Noms, 

thank you. 
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An arcade adventure of awe¬ 
some proportions. The evil 
powers of hell have seattered 
the signs of ZODIAC in the 
400 chambepdf THE ABYSS. 
You have wfind and recover 
these magKal creations and 
fight all the^py by annihilating 
all those vwijk stand in your 


frrDARTFORD KENT (0322)92513/ 
.EDIT CARD SALES HQRL.EY (02a34.kMS 

Packaging 



















Flying Feathers 


In this highly original game you are the gamekeeper 
on the lake trying to stop greedy eagles taking all 
the fish. Two different methods with 4 skill levels 
each are available for your shot gun. Specially 
^ scored music with freeze frame ability, and for the 
technically minded 10 sprites (yes, that’s right, 

" there are only 8 on the 64). 

High scores kept. 

All machine code. 


Bumping Bnggles 


Thrills and spills is what you’ll get in this highly 
addictive motor racing game. You’ll be driving- 
over some pretty hazardous terrain having to cope 
with lakes, islands, rock formations and, not least, i 
other cars which are Intent on making you crash, m | 
Luckily you can vary your speed and line and you JLl 
have one ace up your sleeve - when you maintain 


bubble bus 

software 


I 

We’re looking for top qua! 
programs for Spectrum, I 
BBC, Dragon and all makd 
of popular micro’s - sendl 
yours in today for a speed 
evaluation. | 

★★★★★★★★★★★i 


magical products HP i 
for your 

^^^-'^^^Commodore HHHI 

For details of our complete range of products 
for entertainment, home and business 
send a stamped, addressed envelope. 

^ ^'^y buying our products, 

\ Y * you may order direct from: 

/ bubble bus software 
PL V 87 High street, Tonbridge 
^ \Pr Kent TN91RX Tel: 0732 355962 


bubble bus products sre availsbie from: 

LIGHTNING and SPECTRUM DEALERS, LASKY'S, GREENS, SELEJ 
HMV SHOPS, JOHN MENZIES, GAMES WORKS HOPS, CENTRESq 
W H SMITHS and PCS STOCKISTS. ^ j 
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THE CLASSIC CAR RACE GAME 
FOR THE 64! 


THE MIND-BENDING STRATEGY THE BEST FROGGY GAME FOR THE 64 

BOARD GAME OF OTHELLO! BAR NONE! 


S, SELEC 
NTRESOF 


This brilliantly conceived program combines the best 
ports of arcade gomes with the best of educational 
gomes, making o real family gome that anyone who can 
see the screen can participate in. You have to find the 
word that is hidden twice in the jumble of letters, then 
guide your sights over one of the occurrences of it. 

The first to find it wins! You can play byyourself orin 
teams against the computer, or against other 
players. Three difficulty levels are included to suit 
young and old alike! 




Pure shoot-em-up arcade action for the 64 
and unexpanded VIC! The Lunar city of 
Erriam is under attack from the ships of 
the Jovian empire. Their merciless 
. bombing will reduce your city to a 
pile of rubble, unless you can 
hold them off. You are the 
commander of the sole laser 
defence base. Your mis¬ 
sion - hold out for as 
long as possible. 


This best-selling game for the VIC-20 is now available on 
the 64! Featuring the most intelligent and devious 
monsters you have ever tried to avoid, the Bonzos, this 
game is a real joystick wrencher. Move Hans, the 
handyman, up and down the ladderstopick upthe boxes 
from the different levels. 

But don’t meet a Bonzo on the way! 


You are an entrant in the great 
Intergalactic Four Seasons Death 
Race!. You must tackle the Spring, 
Summer, Autumn and VVinter 
sections with the objective of 
running as many other cars as 
possible off the road. The op¬ 
position is numerous, including 
the indestructable but slow Tank 
Cars, the tricky Deathmobilesand 
many other Demon Drivers. You 
have one advantage - your car 
can fly for a limited distance, 
allowing you to avoid hazards if 
you’re quick enough! All this and 
more makes Burnin’ Rubber the 
car race of the century! 


BURNIN’ RUBBER 




quali 

im, 

make : 

$end 

peed); 


■fog ■■ -^>3Sa 

cberpMnasvqluwt o • 

Jerkmueglaecgeso «• 
slsypKigepn-F» » » • • 
kgl1:fnlugepu(e« » » o 6° "-jS 
J-Fogaaceumneno r-o ® 
rhelel:uee 2 ehrj jrrv«» « •m 
kamuzenl-tdTogllblblii 
tqhsekqIcixsextcahriK ^ 

'Jt 'Jt 'It " ^ 

score 1080 best: 9999! 
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XANAGRAMS 

Over 5,000 permutations 
in this game of skill for all 


The 

grar 

rate 

tech 

grar 

ganr 

USE 

acte 

spai 

acte 

wal 

cha 

pies 

aso 

mic 

cha 


MNKYMGGER (Spectrum 16K/48K BBC 'B' 

Electron CBM 64) 


It's super-fast, furious and 
as mean as they come. 
(Spectrum 48K) 


raNGWYN 


As the temperature rises, 
strange happenings begin 
in Pengwyn's frozen world. 


VDl 

85C 

defi 

spei 

1001 


iji41 


(Spectrum 48K BBC 'B' Electron 
^■dBM64 Spectra video). 


rem * 


POSTERNif 


Available natfonally froni retailers and all good multiples. 

^^lease write Quantities required in boxes provided Please Postern 

People post me; 


Please write quantities required ii 
and state computer type. 


j 


Name _ 


Address _ 


I 

J 


WM 3-84 


POST TO; Postern Ltd., RO. Box 2, Andoversford, Cheltenham, 
Glos GL54 5SW. Postern is always on the look out for any new 
games you might have developed. 


♦ I POSTERN 


Xanagrams 


\2 

Dinky Digger 


Pengwyn 


V 

I 


Price £6.95 each 



Total £ 


or Access No., 


(£7.95 for overseas mail 
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This month's free gift marks a new departure in freebie quality. Instead of 
serving you up yet another clone of Frogger or Kong — as some other 
periodicals do — the Big K Flexidisc provides what amounts to a do-it-yourself 
course in advanced games graphics — particularly moving graphics, tilting 
horizons (no Flight Simulator is complete without these) and circle fills. 

DAVID ELLIS explains howto use the disc. 


AFTER THE alien spaceship has 
smashed the bottles off the wall 
with its devastating laserbolt mil¬ 
lions of times . . . and you have 
(coloured) circles in front of your 
eyes ... and the TV screen 
doesn't look quite as straight as it 
once did . . . what next? 

Whether you are the proud 
owner of a Sinclair Spectrum ora 
BBC microcomputer you have a 
wealth of information lying neatly 
behind the three programs. Delve 
into 'BOTTLES' and see how the 
alien invaders move so quickly 
and smoothly across the screen; 
see just how the bottles wiggle 
their way down the wall and crash 
to the ground. Find out how you 
can draw smooth round circles 
quickly with the 'CIRCLES' pro¬ 
gram. 'HORIZON' even gives you 
the first part of your very own 
Flight Simulator program! And 
it's all done in BASIC too ... no 
fancy machine code to catch you 
out! 

LIST the programs on the 
screen or on a printer if you have 
one to see how the various anima¬ 
tion effects are achieved. Use 
these simple graphicstechniques 
in your own programs or even 
turn the alien spaceship into a 
Sherman tank! Have a go. 

Bottling it all up 

The System Software pro¬ 
grammers have cleverly incorpo¬ 
rated the major animation 
techniques used by BASIC pro¬ 
grammers into this fast-moving 
game. These involve moving 
USER DEFINE GRAPHICS char¬ 
acters around the screen. The 
spaceship is made out of six char¬ 
acter blocks and the bottles and 
wall are made up of several more 
characters. Each character occu¬ 
pies the same space on the screen 
asone ordinary letter. Onthe BBC 
microcomputer these special 
characters are defined using the 
VDU 23 command (lines 700- 
850). On the Spectrum they are 
define by POKEing numbers into 
special memory locations (lines 
1000-11700. 


IRCLE 


rem name 

REM _ 

I REM F 
I REM B 
) REM R 
) REM XC 
} REM XC 


forEGR.COLOUR 

BACKGR.COLOUR 
RADIUS 
CENTRE OF X 
CENTRE OF X 


Un INPUT COLOURS,RADIOS 

i;:s ssisi-s 

) MODE 1 

; REN DRaS'bJCKGROUND^^^^^^^ 

0 REM SET VARIABLES 
0 XC»640 
lO YC'=512 
)5 VDU 18,0»F 


Each of the User Defined Gra¬ 
phics Characters can then be 
PRINTed anywhereon the screen. 
The BBC program neatlyarranges 
these characters in STRINGS (eg. 
SHIP$ for the alien spaceship) 
ready for PRINTing on the screen 
(lines 870-990). Note that CHR$8 
and CHR$10 mean 'move the 
cursor back one character space' 
and 'move the cursor down one 
character space' respectively. 
The Spectrum program PRINTS 
the characters as lower case let¬ 
ters. Look at the way the space¬ 
ship is PRINTed as 'kim'and 'nop' 
in line 40. 

Have you noticed that the 
spaceship is PRINTed with blanks 
either side of it? When the ship is 
moved across the screen by a 
small amount (always equal to or 
less than onecharacterwidth)the 
trailing blanks of background 
colour cover its path. So it wipes 
itself out . . . simple isn't it? Ani¬ 
mation done this way can be fast, 
even in BASIC. 

The falling bottles cannot be 
animated in the same way as the 
spaceship because they 'wiggle' 
(by changing characters) andthey 
must NOT WIPE OUT THE BRICK 
WALL! So the programs use 
another interesting technique 
called Exclusive-OR or XOR plot¬ 
ting. Don't give up yet; it's not as 
difficult as it sounds! It simply 
means that if we PRINT exactly 
the same thing TWICE IN THE 
SAME PLACE using this special 
way of plotting then the back¬ 
ground will re-appear exactly as it 
was. Amazing isn't it but quite 
easy since the computer does all 
the hard work for us. The BBC 
microcomputer allows us to XOR 
plot with the GCOL statement 
(line 410). The Spectrum has the 
PRINT OVER command which 
does the same thing (lines 
3020,3025). Remember that the 
bottle is PRINTed TWICE in 
exactly the same position and in 
exactly the same way before it is 
moved further down the wall. 


One of the most useful tips for 
SMOOTH animation is the use of 
'frame blanking' to prevent flick¬ 
ering of the moving object. This 
point is quite often ignored even 
in commercial programs! The TV 
screen is refreshed every fiftieth 
of a second and it is important to 
plot the WHOLE object everytime. 
In this program the PRINTing of 
the alien spaceshipactuallywaits 
until the start of a newTVframe! It 
is so quick that we don't notice 
any delay. Again, the microcom¬ 
puter comes to our rescue and has 
provided us with an easy way of 
'frame blanking'. On the BBC we 
can use the Operating System 
command *FX19 (line 1 260) and 
on the Spectrum we use PAUSE 1 
(line 40). Remove these state¬ 
ments from your program to see 
how important they really are! 
These statements need to be 
placed carefully within BASIC 
programs because of the rela¬ 
tively slow execution speed. The 
best position is usually found by 
trial anderror. IntheBBCprogram 
the *FX19 command comes 
AFTER plotting the spaceship! 

Broadening your horizons 

The Tilting Horizontal program 
demonstrates the use of drawing 
lines inforegroundcolourtomove 
the horizon down ontheother. On 
the BBC this is achieved using the 
PLOT 1 and PLOT 3 commands 
respectively. The Spectrum pro¬ 
gram uses INVERSE 0 and 
INVERSE 1 in a similar manner. 

Circle it 

The CIRCLE program demon¬ 
strates how to fill a circle easily 
without resorting to the dread¬ 
fully slow but widely used SIN and 
COS functions. You might like to 
try and find a quicker way than 
this! Best of luck! 


NB: The disc is NOT afloppy- 
disc. It runs on any record- 
player. You must play the 
disc and record its contents 
via direct link on to cassette. 
Then load the cassette into 
your Spectrum or BBC com¬ 
puter in the normal way 
(instructions for loading can 
also be found on the disc 
itself). LIST the programs to 
see the working. 


I 


tilting 


variables 


NAME 


USE 

foregr. o 
BACKGR. COI 
V co-oRon 
centre X / 
centre y p, 
left end 0 
right end 


■ILTIng h 

DOWN " 
UP" 




230 REM 
240 : 

250 REM 

260 REM _ 

270 rem c ' ! 

280 RE„ ^ I 

280 rem y ' 

300 REH L ; 

310 rbh yc I 

«0 REH ; 

335 ” 

345 c!s 

350 print TAB(7,1o). 

360 print "" 'ic;, 

365 print "left ae,,, 

367 print 

370 • ^ right ARRw 

380 RE„ 

400 J,^“'5.18) 

410 input "backgrom"” ™I0UR( 
420 ; background COLOUR( 

440 ^^^'^IALIZation 

^*^5 MODE 2 

500 VDU 18 , 0 ,B 

5 I 0 HOVe'S" 

I- -01 «;?3eor..“pEV 35,1. 
610 REM 

630 MOVE xc,yr 

640 PLOT 1,XL V 

650 PLOT 3 xr'!yI, ’‘O.VC 

660 GOTO 740 -OI 3,XR,-v 

670 MOVE XC,yc 

680 PLOT 3,XL V+T 

690 MOVE XC VC ^ 3,XL,y 

200 PLOT l,XR,.v 

220 REH INPUT KEVS 
770 END 


### 










































ILLUSTRATION: 
BRIAN WAGLAND 


2 REM BY WORDS JUST 

T reh to change the 

4 rIm insert them as t-lNE.^ 

!o""oiMT.a)T^ao>,AT<so>,B.^ 

11 WIN=0: P^sed^TRUNK , STRIKE 

20 DATA RAIBE,RAIBED^^^UN^,^^^ 

21 data CURE-SURE,RU ^ 

22 DATA CAPTURE,Utr 

23 DATA ’ Pf.^r n BUI ED ING, CONTENT 

24 DATA BUILTCATTLE,TIRED 

25 data B^^IPI’bS^tLE cork,bore 

26 DATA KETTLE^BOTTL^^^^^g^p^p^ 

*^7 DATA RATE^* .-r-,rr/\n PiAL.L.0t3N 

Jo DATB CAT,pencil,DRBU 

% SSb SrcR:SSaA"a-<K,P-LON 

z ru“>"RS" 

pestgre=«« counts the nunber Of 

WORDS IN Bpl^prpmjKLMNOPQRBTUVWXYZtt" 
>«c “;Tfs retired otherh.se to 
^SbTRBCT Til FIRST LETTER CAUSES 

error 

US SlEli“Ai,TPEEK<5S...256*. 

’’SSI IU’UrOKE B*3,7 

130 pnkE 


hi-nch that you can spell good. 
'Pass." 

-Haulaway, me hearties ... 


f'or 

atari 400 / 80 ( 











800,900,1000, IIW,1200,1300 , 

SorSllofoBSS 33,23,aOTO 
plot 35,10:DRAWT0 28,10, SOTO 
COLOR 3,PL0T 31,10,DRAWT0 35,14,0010 

28 .;-;“™ r 

;5DRAWT0 27,13, plot 


500,600,7^. 

1400,1420 
500 COLOR 
300 

600 COLOR 
300 
700 
300 

800 COLOR 
900 COLOR IsPLOT . 
29,12,DRAWT0 29,1. 
2a’, 14,SOTO 300 
1000 COLOR 3,PLOT 
26,20sPL0T 27,15, 
28.15!DRAWT0 28,2 


by ALAN WOOD 


140 FOR W=6 S+W,8.NEXT 

'‘’t up 8I8PL8V 

',70 Se 87,2.P0BITI0N 2,0.7 

r,j"srr7';i.pus.T.uN 0 , 3.7 
S S'S?ec?’rpndSm'So“bom D« 

1% ™ TO ■NT<PNC<0..U. 

S ro“.“*’To”Ei<u...PU8n.aN u 
uL, "; : NEXT I 

^ S'KmOV^sSaY SvBOARD IHPL 
S xr^-l7S=255^THEN 300 
«;!K?ilSRicK);c:OSE #l:RLM READ! 
key pressed If=A*<V 


drawto 


1010 PLOT 30,r 
1020 GOTO 300 
1100 COLOR 2,P 
30,19'.PLOT 26, 

30,22,COLOR 1, 

T.OO _ , 

L200 COLOR 2,PLOT -6, 

1,PL0T 2S,23,PL0T 25, 

1300 COLOR 3,PLOT 
2^15, DRAWTO 24,19,L 
24,20,GOTO 300 
1400 COLOR 3 

32,15, DRAWTO 3: 

1500 POKE 87,2 

•>.W*,L0SE=L0SE+1 
L0SP=05 H=H+1s L—,— 

1550 GOTO 1700 1,1,7 «6; "you 

1AOO POKE 87,2, POSI I luiM 
1600 ’ ,„,win=WIN+1 

win win=0,G=G+1 

1650 IF WlN.7l.> THEN START to 

1700 POSITION 0,2,7 *t6, press 

"foVoKE 87,..POSITION 0,3.7 .8." 

uS^OSIT ION 2 4.7 .8, 

1730 POKE 87,3,C0L0R x.FLU^ o, 

6 23, PLOT 15,10, DRAWTO 
1740 IF L0SE>0 THEN COLOR u, 

H 23,DRAWTO H,24-L0SE pi nr 

1 1)50 IF WIN>0 THEN COLOR o,PLOT 

6,23, DRAWTO ®N-py 
1799 REM WAIT FOR START KEY 
I TET cFPkC 53279 )<,J-6 THEN 180 J 


19:DRAWTO 
TO 30,20:DRAWTO 
,23, PLOT 31, 23, GOTO 

21,PLOT 26,22,COLOR 
23, GOTO 300 
15,PL0T 

COLOR 1,PL0T 


6 , 


plot 31,15,plot 
, 2,19, COLOR IsPLOT 
'■POSITION 3,1,7 # 
- 1 , IF L0SE>13 T 
goto 1700 


320 FOR V=1 TO LENiA*-^, 

?54,REM takes If OUT OF 

321 NEXT V 

322 GOTO 300 

330 xSl,lF X=20 THEN 
340 POKE 87,1, POSITION 
350 POKE 87,2 

S FOR Z=1 TO LEN(Wf^ 
then position 11 + 7,0, ■■ 
370 NEXT 7 

374 REM CHECK. IF WORD 
;75 IF p=LEN(Wf) THEN 
1 380 IF P>Q then 300 
410 FOR 1=0 TO 150,SOI 
420 NEXT I,SOUND 0,0,' 
/.oc; POKE 87,3,R=R+1 


COLOR 


lOTO 







(A unique Multi-Adventure) 

An interlinked series of adventures set in different time zones and on different planets 

The date is 1236T.A. That istosay, theonethousand, two hundredand thirty-sixth year of theTime 

After the rising Klartz, Lord of All Darkness. Little remains from theTime Before, except for a few 
isolated human colonies, scattered around the galaxy. 

Legends tell of Klartz prowling the vast, empty reaches of space, sliding through the barriers of 
time at will. Descending, like the hideous parody of a Greek God, into some unsuspecting era of 
times past or futures to come, he would blend into the background while setting in train the most 
hideous acts of destruction. 

You are a member of a small group of survivors dedicated to The Plan, to rid the Universe of Klartz 

and his Dark Forces. From thecentury-long study ofThe Plan libraryoftimescans, it isclearthatthe 

power of Klartz can only be broken in one way. Relics of his many victims throughout 
time and space must be gathered together in a place unsullied by the Dark Forces. These 
relics, if sanctified by the Power of Light, would then radiate sufficient brilliance to 
counter and eliminate the Lord of All Darkness. 

Your group has fina My constructerd a tiny one-man Time Capsule, in which 
you will be projected to seek but and recover the relics. 

Strap yourself in and set out for the unknown! 


















SP = Spectrum, AC = Acorn, 64 = Commodore 64, 


V20 = Vic 20, 81 = ZX 81, DR = Dragon 32, OR = Oric-1 


(Dedicated 

Consoiesi 


ATIC ATAC 

LUNAR JETMAN 

PYRAMID 

ANT ATTACK 

SNOOKER 

VALHALLA 

KONG 

CHEQUERED FLAG 
SPLAT! 

THE HOBBIT 
MANIC MINER 
DEATH CHASE 
MR WIMPY 
THE ALCHEMIST 
HUNCHBACK 
FLIGHT SIMULATION 
POOL 
ARCADIA 
PENETRATOR 
HUNTER KILLER 
JET PAK 

FALCON PATROL 
METAGALACTIC LLAMAS 
3D TIME TREK 
MOONBUGGY 
CRAZY KONG 

HORACE AND THE SPIDERS 
INTERNATIONAL FOOTBALL 
HOVVER BOVVER 
CHINA MINER 


ant attack 

(Quicksilva) 

WC attack 3, 
attack of the 
mutant CAMELS 

(Llamasoft) 

AmSTR,KEI„E„g|i3h 

software) 

BOOGABOO 
(Quicksi/va) 
bongo (Anirgo) 


Ultimate 

Ultimate 

Fantasy 

Quicksilva 

Visions 

Legend 

Ocean 

Psion 

Incentive 

Melbourne 

Bugbyte 

Micromega 

Ocean 

Imagine 

Ocean 

Psion 

CDS 

Imagine 

Melbourne 

Protek 

Ultimate 

Virgin 

Llamasoft 

Anirog 

Anirog 

Interceptor 

Psion/Melbourne 

Commodore 

Llamasoft 

Interceptor 


£5.50 

£5.50 

£5.50 

£6.95 

£8.95 

£14.95 

£5.90 

£6.95 

£5.50 

£14.95 

£5.95 

£6.95 

£6.90 

£5.50 

£6.90 

£7.95 

£6.95 

£5.50 

£6.95 

£7.05 

£5.50 

£7.00 

£ 6.00 

£7.00 

£7.00 

£7.00 

£6.95 

£9.99 

£7.50 

£7.00 


Compiled by MRIB Computer. 


POLE POSITION (Atari) 

0-BERT (Parker) 

FATHOM (Imagic) 

BATTLE ZONE (Atari) 

GALAXIAN (Atari) 

TUTANKHAM (Parker) 

RIVER RAID (Activision) 
DECATHLON (Activision) 

JUNGLE HUNT (Atari) 

SORCERER’S APPRENTICE (Atari) 
ENDURO (Activision) 

ROBOT TANK (Activision) 

DiG DUG (Atari) 

PHOENIX (Atari) 

PLAGUE ATTACK (Activision) 
PITFALL (Activision) 

CENTIPEDE (Atari) 

KANGAROO (Atari) 

MOUSETRAP (CBS/Coleco) 
WIZARD OF WOR (CBS/Coleco) 
FROGGER (Parker) 

PAC MAN (Atari) 

DONKEY KONG (CBS/Coieco) 

MS PAC MAN (Atari) 

STAR WARS: JEDI ARENA (Parker) 
VANGUARD (Atari) 

SPACE INVADERS (Atari) 

OINK (Activision) 

SEA QUEST (Activision) 

_ SOLAR STORM (Imagic) 
Compiled by MRIB Computer. 


io mail Qr-3’^® 

FUN-PAC (Virgin) 


II 


UA (Artie) 

halls OF THE THilMGS 

(Crystal) 


lunar rescue 

(Lyversoft) 
ROBOPODS (Virgin) 

ROMMEL'S REVElSU 

(Crystal) 

SPACE PILOT (Anirog) 


thunderhawk 

(Lyversoft) 
TRANSYLVANIAN 
tower (Richard 
Shepherd) 
urban UPSTART 
Wchard Shepherd) 
SOCOMBATZONE 
(Artie) 

737 FLIGHT 
SIMULATOR 
(Salamander) 
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Now that Atanr 
your computer, or 

WaSey nL. U ffhOSt OEl 

not darken your screens a O moment longer. :oi 
Because now you can play Atarisoft game 

on your own home computer. 

Pin-sharp graphics, quick slick movementib 

-games that really challenge your skills. ^h 

Games so close to our originals, its like havin/oi 
an ‘Amusement Arcade” in your own living rooih( 


SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE OUT NOW-^ kSdS DUG.^PoSoSl's/AA^ 

^OSITION,^ MOON PATROL<>B.B.C.MODEL‘ByACORN electron. ALL AVAILABLE ON C^SE I I t^OU^ SOON-MS PAC-MAN,' 

PO*ETsrTr^?UN™ COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAUrthe, 

jMLMAin , f .ATARI INir A TRADEMARK AKTRADEMAF 















Gobble’ 


Gulp” 



rinake games for 
)ir rivals don’t stand 

WeVe written the 

LMd programs to suit your 

jer. computers exact requirements, 
me^ Look at our extensive range of titles. We will 

be adding to this list so that you can expand your 
enhlibrary of Atari games. After all why choose a 
ghost now that 
^ingyou can have 
3onithe real thing? 

t POLE iIGPROBOTRON,^ CENTIPEDE,'" DEFENDER? OUT SOON-MS PAC-MAN,* GALAXIAN,* JUNGLE HUNT'^ MOON PATROL,POLE POSITION,* STARGATE? J0UST<> 
POLEPOSITII 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT N0W-PAC-MAN,t DONKEY KONG,* DIG DUG,° ROBOTRON? CENTIPEDE,'" DEFENDER? STARGATE? 

^-PAC'MAN,')rfurther information, write to Atari International (UK) lnc.,RO. Box 407, Blackhorse Road, London SE8 5JH. 

^TRADEMARK AND « |? IRADEMARK AND © OF TAITO AMERICA CORP OTRADEMARK AND © WILLIAMS ELECTRONICS INC, 1982.'“ TRADEMARK OF ATARI INC. ATARI AND DESIGN, BATTLE ZONE, REG U.S. PAT. AND TM OFF. B H B B 
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Summer is a-comin' in, the Special Relationship is do 
resounds with the hoarse shrieks of rival hardware P 
Americans have different ideas about the requireme 
and lets you, the punter, decide for yourself. 


au-singing, 

AU-DANCING 
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The Coleco Adam is the all-singing, all¬ 
dancing, all-in-one machine that came this 
Spring from the US company that brought 
you the world's most advanced videogame 

system. How good is it? . • „ 

Actually, it seems as if it s technically 

very good indeed, as wellasbeing excellent 

value for money (though on this, more 
below). 80K RAM is nothing to sniff at; you 
also get a daisywheel printer, built-in word 
processing, and of course instant access 
(provided you're willing to pay) fo f"® 
outstanding library of ColecoVision ROM 
game cartridges. It looks pretty flash, too, 
with the detachable, sculptured keyboard, 
and the multi-K stringy-floppy data stor¬ 
age. All for around £600-£700? Seemstoo 
good to be true. 

Then again, the actual price has crept up 
somewhat from last summer, when Coleco 
announced the Adam system. Secondly, 
it's not at all sure that their suss of the Brit 
Market will correspond with theadmittedly 
potent US sale (the Adam is currently the 
best-selling mid-price system m the USA). 
Consider: in America the Adam is being 
sold as a 'family system' — the acceptable 
image being that of Mom, Paw, Cramps, 


The Adam Complete (not 
including monitor). Yes. but 
can it make popcorn? And if 
not. why not? 


Sis and Junior all huddled round the 
smooth-looking system, screaming with 
qlee as each pixel flickers. Is that going to 
happen here? After all. the basic Coleco 
system is heavily games-based — and 
arcade games at that. Yet at the same time 
the Adam offers an efficient but patronis¬ 
ing (and 40-col) word processor. What 
single person do you know who will want 
both the flashest/shallowest arcade 
games snd a word processor? Come to 
think of it, what family (British) do you 
know who are still such novices to the 

market thattheywilloptsimultaneouslyfor 

what this country sees as two widely 
separate ends of the market at once? 

Yes, it's an efficient system. But at 
£700-odd quid? For that you can get a QL 
plus a hi-res monitor; or an Elan plus a disc 
drive plus a hi res monitor; or any other 
combination of the above. Yet it comes 
with all that CBS clout, undoubtedly will 
function without hangups, can be bought 
off the shelf (no mail-order queueing), and 
is an all-in-one package that you may well 
D be able to persuade les Parents to stump up 
at least part of the cost for. Assuming you 
want a printer, it seems like a good buy. 

Certainly CBS hope 
you will think so. 
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is dove Tube as usual and around the land the atmosphere 
ire saien promoting their wares. It seems as if Brits and 
remer' computer gamers. BIG K takes a look at the line-up 


Reports: TONY TYLER, ANDY GREEN 



The original Oric-I manual has 
been variously described by Qric 
personnel as ‘A joke', (Groaning 
sound) and ‘Yes, I'm sorry about 
that'. I am pleased to report thatthe 
new Atmos manual has improved 
dramatically — in facto, it’s one of 
the best I've seen for a long time. 

Things missing that could- 
/should have been included are a 
built-in assembler a la BBC. a 
joystick port and a 'reset' switch 
accessible without turning the 
machine over! 

The Oric-f graphics were 
slagged off when It first came out 
... and, sad to say. the Atmos is 
little better. Although as the Atmos 
Demo Tape shows, two-colour gra¬ 
phics are easy to implement and 
give a resolution of 240 by 20Q, 
eight colour displays are a real 
hassle and in some cases nigh on 
impossible to implement. That 
said, clever programming can still 
give some very good graphics. 

Add-ons to be expected shortly 
include an Atmos disc drive (which 
we've seen, and it is very, very nice) using 
3inchnvctD(iiscs,»Kltheiong awaited Modem 
-although don’t expect that too soon. 


when the speaker tried to draw too 
much current on loud noises the 
screen shuddered' badly, render¬ 
ing It unreadable. 

The new BASIC ROM that Oric 
have developed — VI .1 instead of 
fhe VI.0 used in the Orlc-1 — 
succeeds in squashing many bugs 
and has several new commands, 
including a VERIFY extension to 
the CLOAO-command which checks 
that what you’ve just saved 
matches what's currently in 
memory; STORE and RECALL 
which let you save and read varia¬ 
bles and strings to tape; and the 
Boolean algebra commands AND 
OR and NOT 

Speed-up 

The new cassette handling rou¬ 
tine now prints up the filename 
currently loadingtogetherwiththe 
letter B or C (for Basic or machine 
Code]. This together with the abil¬ 
ity to save individual variables to 
tape is a vast improvement. 

The best thing about the new 
Basic is the sped-up scrolling. On 
the Oric-f. scrolling was tortu¬ 
ously slow, giving the whole com¬ 
puter a very unprofessional 
appearance. The new scrolling 
routine is very slick. 
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^ SCROIL 
ON, IT'S 
A NEW ROM! 


THE NEW 48K Oric ATMOSlivesIn 
a stylishly modern black and red 
plastic case of the same dimen¬ 
sions as the original Oric-1 In fact 
the two micros are almost exactly 
the same, bar a better keyboard 
and a new BASIC ROM on the 
Atmos. Most software that runs on 
the Qric-I will run on the Atmos, 
although changes in way the Atmos 
reads tapes means that BASIC 
programs sometimes won't auto¬ 
run upon loading — bad news for 
programs that use Auto running as 
copy protection... 

Apart from the full travel 
QWERTY keyboard and the new 
colours the Atmos appears identi¬ 
cal to the Oric-I from the outside. 
The same interfaces come out the 
back; TV socket. RGB monitor, 
cassette port, printer port, expan¬ 
sion port and power socket, and 
there is still the famous built-in 
loudspeaker, albeit a little quieter 
than the explosive Oric-I sound 
system. This also cures an impor¬ 
tant bug’ on fhe early Oric-I ... 
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The IBM PC Junior —unoffi¬ 
cially known hitherto as the 
Peanut — represents Big Blue’s 
much-heralded shot at the 
"lower" (i.e. games freaks’) end 
of the market. IBM. since their 
entry into the pc market with the 
now-definitive (and pricey) PC 
(senior), have come to dominate 
the £2.000-plus end of the 
market; you can scarcely get a 
personal computer off the ground 
in the USA these days without 
advertising it as IBM- 
compatible’. What does this mean 
for the PC Junior? 

Again, like the Coleco Adam, 
here we have a shot at the punter 
who is thought to have more than 
£500 to spend—and is willing to 
spend it. This seems to be a 
phenomenon of the US market — 
the idea that the Com 64/Atari 
price bracket is now such small 
beer that the next generation of 
customers will willingly splash 
out another monkey or two on a 
machine that really adds nothing 
to what you can already buy 
except an infra-red keyboard and 
of course the deservedly fabled 
IBM after-sales service. 

Infra-red? This means you can 
sit twenty feet away from your TV 
and still tap away. But at the 
twenty feet can you see your TV 
screen? Much sarcasm has 
already been expended on this 
apparent blunder. Another 
hangup is the unlabelled key¬ 
board (the idea being that you 
buy overlays with various bits of 
software). Will us perennially 
broke Brits be prepared to lash 
out £300 over the odds for the 
luxury of a useless feature (the 
detachable keyboard) plus the 
IBM name? Your guess isas good 
as ours. 

As for games. Imagic (the US 
ROM specialists) have signed a 
megadeal to produce stuff for the 
Junior, with the first carts being 
premiered at the recent Las 
Vegas CES show. Admittedly 
they’re good carts — but is this 
what we really need at this stage 
of the game? 
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PRICES: 





Coleco Adam 
(USA) 


IBM PC Junior 
(USA) 


Sinclair QL (GBR) 


Atari 800XL (USA) 
Elan (GBR) 

Atmos (GBR) 


FIRST IN — 


)inngs 

They've been written off more times than Freddie Laker, but caning-ba 
weigh in with a sharp product at an affordable price. Besides, M^m, tha 
a name of magic. ley are 

What's new from the people who brought you the world stirst\^y/e lat 
still best-selling — just) videogame system? Why the XL range,ient p. 
course: successors to the 400/800 range. AH the way from„ong l 
bottom-end. 16K (but expandable to 64) 600XL. through the SOlAndil 
(64K built-in), tothe top-end 1450 XLD. with two built-in disc drii(jsoO 
Currently on sale: the Atari 800XL. ... * 

Essentially, it's an 800 souped-up with a new. streamlined cai Our h 
and considerably more ROM. Andwhat'swrongwiththatPEspecid the 

when you consider that (unlike the ill-fated and never launcpoXL i 
1200). this means that the world's most extensive and flash shymes i 
'em lip library is yours for the asking (and. let it be said, red. 
paying-out). They \ 
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The 800XL's virtues are the virtues of its predecessor: a 6502 
processor, ANTIC and GTIA chips giving you unparalleled graphics 
abilities and up to 256 — count 'em — colours. Its failings are the 
failings of its software (to date): i.e., shallow plotlines, too much 
bang-bang. And if Atari were keeping up their old-style Americano- 
ism, that might be enough to make you come over alltionalist. But 
they aren't. They've recently cleaned up their act to a great ex tent, and 
have launched AtariSoft to cater for the wealth of software writing 
talent presently to be found in the ol' UK. Good for them — alone 
among the US giants. 

And if the guts of the new machine are very similarto thegutsofthe 
old800... what's wrong with that? That computer was way ahead of 
its time when launched, and is still second to none in its price bracket. 

Our feeling is that, despite the apparent attractions of the Adam, 
and the Big NamesviUe of the IBM PC Junior, it'll still be the Atari 
800XL which will keep the Stars and Stripes flying in most British 
homes when all the shouting is over and all the salesmen have been 
fired. 

They were the first in — they may just be the last out. 


Without a doubt the most excitingly styled machine to 
come on the market to date is the all-British Elan. 

Style, you say, is OK — what else can it do? 

How about 64K standard memory (actually 52K usable 
RAM — beatthat. Commodore). Howabout stereo sound? 
(Beat that everybody). Sound being perhaps the most 
neglected of all computerfacilities todate, it's safetosay 
that by providing stereo. Elan have taken the games 
possibilities up more than a notch. Another factor: the 
built-in joystick (a facility shared by Spectravideo), which 
does away with Peripheralitis in no uncertain terms. 

At £200-odd it's also priced well within the reachof the 
Recreational Computerist. Half the price of a QL(OK, half 
the memory, too, but like all the new breed the Elan is 
expandable). At all events itcutsthe Commodore and the 
Electron to pieces — on paper. We should pointoutthat at 
time of writing we haven't laid claw on a single Elan key, 
so there remains room for modification of this and all 
other views expressed above. But the looks of the thing 
areenough to makeanyonedrool—certainlyitmakesthe 
QL look like a briefcase. And the stereo sound facility — 
perhaps this long-neglected dimension of games writing 
(not to mention other applications, such as music¬ 
scoring) will now come into its own. 

One to watch. And listen to. 


BEWARE OF THE BLACK REVOLUTIONARY 

It's a fairly safe bet that once all the shouting has died away, the savants will remain of the opinion that the 
Sinclair QL is an exciting and revolutionary machine. 

Consider the statistics: 128K RAM. The 68008 32-bit (nearly) processor. Sleek black looks. 
Microdrives as standard. And the price — which, at £399, is obviously pitched against the Acorn BBC 
machine. (This, despite its excellence and apparently unlimited expandability, is going to have to work a 
whole lot harder from now on.) 

TheQLisstill —at time of writing — sonewthatit'snoteasytopredictexactly who will do what with it. 
128K seems to argue a facility for giant adventure games — and with adventures now coming into their 
own as they are, so much would seem to be an ace bet. 

Its graphics abilities would also seem on paper to be superb, though again we have to say we haven't 
seen them. In this connection, at least one major British software company we know has sent all its 
employed programmers on a 68000 Assembler course. This processor certainly seems to be the state of 
the art, and the chip to get involved with over the next two years (goodbye Z80? Arrivederci 6502?). Yet 
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lust on 
Clive's parttogetinamongstallthatsmall-business-usermoney. Whereas the extraordinary price makes 
the machine within the reach — just —- of games players. It's probably safe to say that Sinclair have 
thrown a unique machine at the market and are waiting to see which way it will land. 

Against it: slowish microdrive technology, thesluggardly Sinclair mail-order system and the fact that 
Motorola are currently rejecting 98% of all 68008 chips coming off-a-da assembly lines, making the 
second-mentioned even more of a problem. 

For it: outstanding value; unlimited possibilities in practically every sphere. 
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Without a doubt the most excitingly styled machine to 
come on the market to date is the all-British Elan. 

Style, you say, is OK — what else can it do? 

How about 64K standard memory (actually 52K usable 
RAM — beatthat. Commodore). Howaboutstereo sound? 
(Beat that everybody). Sound being perhaps the most 
neglected of all computerfacilities todate, it's safetosay 
that by providing stereo. Elan have taken the games 
possibilities up more than a notch. Another factor: the 
built-in joystick (a facility shared by Spectravideo), which 
does away with Peripheralitis in no uncertain terms. 

At £200-odd it's also priced well within the reachof the 
Recreational Computerist. Half the price of a QL(OK, half 
the memory, too, but like all the new breed the Elan is 
expandable). Atall events Itcutsthe Commodore and the 
Electron to pieces — on paper. Weshouldpointoutthatat 
time of writing we haven't laid claw on a single Elan key, 
so there remains room for modification of this and all 
other views expressed above. But the looks of the thing 
areenough to makeanyonedrool — certainlyitmakesthe 
QL look like a briefcase. And the stereo sound facility — 
perhaps this long-neglected dimension of games writing 
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P. Hunt, R. Rose, D. Moore. 

A mythical graphic 
adventure in the dark and 
deadly halls of Earthstone 
Castle. Battle Dragons, 
Vampires, Sphinx, Zombies, 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Princess 
Paula. 


Author; Indescomp 
Action beneath the 
Pyramids! 

Fearless Fred the Intrepid 
Archaeologist searches the 
creepy catacombs below the 
torrid tomb of ‘Tootiecarmoon’ 
for the terrible treasures 
amidst monstrous mummies, 
ghastly ghosts, bats and rats! 
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BEWARE OF THE BLACK REVOLUTIONARY 


It'sa fairly safe betthat once all the shouting has died away, the savants will remain of the opinion that the 
Sinclair QL is an exciting and revolutionary machine. 

Consider the statistics: 128K RAM. The 68008 32-bit (nearly) processor. Sleek black looks. 
Microdrives as standard. And the price — which, at£399, is obviously pitched against the Acorn BBC 
machine. (This, despite its excellence and apparently unlimited expandability, is going to have to work a 
whole lot harder from now on.) 

The QL is still — at time of writing — so newthat it's not easy to predict exactly who will do what with it. 
128K seems to argue a facility for giant adventure games — and with adventures now coming into their 
own as they are, so much would seem to be an ace bet. 

Its graphics abilities would also seem on paper to be superb, though again we have to say we haven't 
seen them. In this connection, at least one major British software company we know has sent all its 
employed programmers on a 68000 Assembler course. This processor certainly seems to be the state of 
the art, and the chip to get involved with over the next two years (goodbye Z80? Arrivederci 6502?). Yet 
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lust on 
Clive's partto get in amongst all that small-business-user money. Whereastheextraordinary price makes 
the machine within the reach — just — of games players. It's probably safe to say that Sinclair have 
thrown a unique machine at the market and are waiting to see which way it will land. 

Against it: slowish microdrive technology, the sluggardly Sinclair mail-order system and the fact that 
Motorola are currently rejecting 98% of all 68008 chips coming off-a-da assembly lines, making the 
second-mentioned even more of a problem. 

For it: outstanding value; unlimited possibilities in practically every sphere. 
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WIN AN ATARI 800X 
PLUS DISC DRIVE! 



RULES 


There is no entry fee but each 
attempt must be made on a proper 
entry coupon cut from BIG K, and 
must bear the entrant’s own name 
and address. 

All accepted entries will be 
examined, and the first prize will 
be awarded to the entrants who, in 
the opinion of the judges, has 
shown the greatest skill and judge¬ 
ment in selecting the most apt or 
accurate answers for the ten ques¬ 
tions. Remaining prizes will be 
awarded for the ten next best 
attempts, an no entrant may win 
more than one prize. All prizes 
must be accepted as offered — 
there can be no alternative 
awards, cash or otherwise. 

In the event of a tie for any 
prize(s), those tying will take part 
in a postal eliminating contest to 
determine such winner(s) or win¬ 
ning order. 

Entries arriving after the clos¬ 
ing date will not be considered, and 
no responsibility can be accepted 
for entries lost or delayed in the 
post or elsewhere. Any entries 
received incompleted, illegible, 
mutilated or altered or not comply¬ 
ing exactly with the instructions 
and rules will be disqualified. 

The competition is open to all 
readers in Great Britain, Northern 
Ireland, Eire, the Channel Islands 
and Isle of Man other than 
employees (and their families) of 
IP(^ Magazines Ltd., Atari proper 
title and the printers of BIG K. 

Decisions of the judges, and of 
the Editor in all other matters 
affecting the competition, will be 
final. No correspondence will be 
entered into. Entry implies accep¬ 
tance of the rules as final and 
legally binding. 

Winners will be notifed, and the 
result will be published in a later 
issue of BIG K. 




The 800XL is the latest m the superb hne 
of Atari computers to be released in the 
UK. it boasts an incredible 64K RAM, 
smooth good looks, a HELP key — and it 
gives you access to the largest games 
library in existence. Fifteen graphics 
modes allow you to address a palette of 
256 colours at one time — no other 
computer offers you such a facility. 

The 1050 Atari Disc Drive is the 
perfect complement to the 800XL. With 
low, streamlined looks, near-silent oper¬ 
ation and dual-density capability, it 
offers the most advanced performance 
available. 

To win an 800XL plus 1050 Disc 
Drive, just complete the questionaire 
below to the best of your knowledge 
(and ability). 

Runners-up will receive prizes of 
AtariSoft games — which run on most 
popular micros. _ 

HOW TO ENTER 

Below are ten far-from-difficult 
questions about computers with 
each are given three possible 
answers; simply decide which of 
these most aptly or accurately 
answers that question -- A, B or 
C. 

Write the key letters of your 
chosen answers — in ink — in the 
spaces on your entry coupon, 
each under its question number. 

For example, if you consider "an 
acronym of ATtractive American 
Retail Investment" Is the most 
suitable answer for question 
No. 1, put B in the first space, and 
soon for all ten. 

Complete the coupon with your 
own full name and address, and 
post in a sealed envelope to: BIG 
K/ATARI COMPETITION, 55 
EWER STREET, LONDON, 

SE99 6YP, to arrive not later 
than Thursday, 31 St May, 1984, 
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' ENTRY COUPON ' 


BIG K/ATARI COMPETITION 
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In entering thiscompetition, I agree to abide by therulesand 
to accept the published result as final and legally binding. 

NAME . 

ADDRESS . 

Ageif under 18 years . 


(1) The word Atari is... 

(a) the Japanese 
equivalent for 
Checkmate in the 
game Go 

(b) an acronym of 
ATtractive 
American Retail 
Investment 

(c) a term for falling 
off a surfboard 

(2) Pressing the 'Help' 
Key on an Atari XL 
computer will get... 

(a) the fire brigade! 

(b) a list of the 
operating system 
commands 

(c) whatever the 
HELP key is 
programmed to 
produce 

(3) ATARI was founded 
by... 

(a) Caspar 
Weinberger 

(b) Nolan Bushnell 

(c) Steven Jobs 

(4) ATARI is a 
wholly-owned 
subsidiary of... 

(a) Warner 
Communications 

(b) Paramount 
Pictures 

(c) The Wall Street 
Journal 


(5) Silicon Valley is in... 

(a) Southern 
California 

(b) Arizona 

(c) Northern 
California 

(6) Disc Drives are 
better than cassette due 
to... 

(a) faster loading 
time 

(b) greater reliability 

(c) random access 

(7) BASIC is favoured 
for most home micros 
because... 

(a) it is already widely 
understood 

(b) it is easy to learn 

(c) it is under 
constant 
development 

(8) Good games design 
depends on... 

(a) multi-colour 
screen mixes 

(b) high resolution 
graphics 

(c) imagination 

(9) Which of the 
following did NOT start 
life as an arcade 
game... 

(a) Pac-Man 

(b) Star Raiders 

(c) Defender 

(10) How many different 
colours can an ATARI 
home computer display 
on screen ... 

(a) 256 

(b) 128 

(c) 16 
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FREE TO ENTER, 

RUlis 

There is no entry fee but each 
attempt must be made on a proper 
entry coupon cut from BIG K, and 
must bear the entrant’s own name 
and address. 

All accepted entries will be 
examined, and the first prize will 
be awarded to the entrants who, in 
the opinion of the judges, has 

shown the greatest skill and judge¬ 
ment in selecting the most apt or 
accurate answers for the ten ques¬ 
tions. Remaining prizes will be 
awarded for the ten next best 
attempts, an no entrant may win 
more than one prize. All prizes 
must be accepted as offered — 
there can be no alternative 
awards, cash or otherwise. 

In the event of a tie for any 
prize(s), those tying will take part 
in a postal eliminating contest to 
determine such winner(s) or win¬ 
ning order. 

Entries arriving after the clos¬ 
ing date will not be considered, and 

no responsibility can be accepted 
for entries lost or delayed in the 
post or elsewhere. Any entries 
received incompleted, illegible, 
mutilated or altered or not comply¬ 
ing exactly with the instructions 
and rules will be disqualified. 

The competition is open to all 
readers in Great Britain, Northern 
Ireland, Eire, the Channel Islands 
and Lsle of Man other than 
employees (and their families) of 
IPC Magazines Ltd., Atari proper 
title and the printers of BIG K. 

Decisions of the judges, and of 
the Editor in all other matters 
affecting the competition, will be 
final. No correspondence will be 
entered into. Entry implies accep¬ 
tance of the rules as final and 
legally binding. 

Winners will be notifed, and the 
result will be published in a later 
issue of BIG K. 


The 800XL is the latest in the 
of Atari computers to be released in 
UK. It boasts an incredible 64K RAM, 
smooth good looks, a HELP key — and it 
gives you access to the largest games 
library in existence. Fifteen graphics 
modes allow you to address a palette of 
256 colours at one time — no other 
computer offers you such a facility. 

The 1050 Atari Disc Drive is the 

perfect complement to the 800XL. W 
low, streamlined looks, near-si lent ope 
ation and dual-density capability, 
offers the most advanced performance 
available. 

To win an 800XL plus 1050 Disc 
Drive, just complete the questionaire 
below to the best of your knowledge 
(and ability). 

Runners-up will receive prizes of 
Atari’s oft games — which run on most 
popular micros. 


HOW TO ENTER 

Below are ten far-from-difficult 
questions about computers vyith 
each are given three possible 
answers; simply decide which of 
these most aptly or accurately 
answers that question —- A, B or 

Write the key letters of your 
chosen answers— in ink — in the 
spaces on your entry coupon, 
each under its question number. 
For example, if you consider "an 
acronym of ATtractive American 
Retail Investment" is the most 
suitable answer for question 
No. 1, put B in the first space, and 
soon for all ten. 

Complete the coupon with your 
own full name and address, and 
post in a sealed envelope to: BIG 
K/ATARI COMPEimON, 55 
EWER STREET, LONDON, 
SE99 6YP. to arrive not later 

than Thursday, 31 St May, 1984. 
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As for games, Imagic (the US 
ROM specialists) have signed a 
megadeal to produce stuff for the 
Junior, with the first carts being 
premiered at the recent Las 
Vegas CES show. Admittedly 
they’re good carts — but is this 
what we really need at this stage 
of the game? 
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(1) Die word Afar/is... 

^bthe Japanese 
^equivalent for 
Checkmate in the 
game Go 

(b) an acronym of 
ATtractive 
American Retail 
Investment 

(c) a term for falling 
off a surfboard 

(2) Pressing the 'Help' 
Key on an Atari XL 
computer will get... 

(a) the fire brigade! 

(b) a list of the 
operating system 
commands 

^cy whatever the 
HELP key is 
programmed to 
produce 

(3) ATARI was founded 
by... 

(a) Caspar 
Weinberger 

(b) Nolan Bushnell 

(c) Steven Jobs 

(4) ATARI is a 
wholly-owned 
su^diary of... 

Warner 

Communications 

(b) Paramount 
Pictures 

(c) The Wall Street 
Journal 


(5) Silicon Valley is in... 

(^Southern 

'’’^California 

(b) Arizona 

(c) Northern 
California 

(6) Disc Drives are 
better than cassette due 
to. 

faster loading 
time 

(b) greater reliability 

(c) random access 

(7) BASIC is favoured 
for most home micros 
because... 

(a) it is already widely 
understood 

f it is easy to learn 
it is under 
constant 
development 

(8) Good games design 
depends on... 

(a) multi-colour 
screen mixes 

(b) high resolution 
graphics 
(^^imagination 

(9) Which of the 
following did NOT start 
life as an arcade 
game... 

(a) Pac-Man 
(JbyStar Raiders 
(c) Defender 

(10) How many different 
colours can an ATARI 
home computer display 
on screen ... 

({a]) 256 
(5) 128 

(c) 16 
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COMMODORE 64 




48K SPECTRUM 




m 


Author: Indescomp 
Itchy action! 

Jump your way out of the 
caves with Bugaboo the flea 
but beware of the fearsome 
Dragon as you jump around 
the exotic vegetation. 


Author: David Shea 
An enchanting game based 
around episodes of Raymond 
Briggs ’ amazingly successful 
book. 

48K SPECTRUM 

mmmi 

Author: Sandy White 
Battle the Ants in the soft 
solid 3D city of Antescher. 


48K SPECTRUM I 

imWhviiiiF 

Authors: M. Preston, 

P. Hunt, R. Rose, D. Moore. 

A mythical graphic 
adventure in the dark and 
deadly halls of Earthstone 
Castle. Battle Dragons, 
Vampires, Sphinx, Zombies, 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Princess 
Paula. 


48K SPECTRUM 

Uiiga 

Author; Indescomp 
Action beneath the 
Pyramids! 

Fearless Fred the Intrepid 
Archaeologist searches the 
creepy catacombs below the 
torrid tomb of ‘Tootiecarmoon’ 
for the terrible treasures 
amidst monstrous mummies, 
ghastly ghosts, bats and rats! 


48K SPECTRUM 
COMMODORE 64 

VIC 20 + 3K or 8K RAM 
DRAGON 
BBC MODELS 


^Author: John Hollis 
Authors: Mark & Richard Moore 


Authors: Steve Lee/Chartec 
jAuthors: I & C Andrew/Incentive 
^^ili^jJ^Author: Dave Mendes 


Ail titles available from Quicksilva Mail Order 
P.O. Box 6, Wimborne Dorset BA21 7PY. 


Quicksilva programs are available from: Boots, W.H. Smiths, J. Menzies, Microdealer, 
HMV, Hamleys, John Lewis, Computers for All and all reputable 
specialist computer stockists. 
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NEW RELEASES! 

COMMODORE 64 

Author: Anton HInxman 

Hive-cave action! 

Bertie Bee needs help 
defending the hive. Fight off 
the invading swarms, battle 
the bees and defend your 
Queen! 
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Hobbit Habit... 


out what was meant to be happen¬ 
ing most of the time. I mean, what 
would you make of a screen that 
depicted only a small red globe? It 
looked like a disembodied zit to 
me. Serious adventures are 
advised to steer well clear of this 
supposed trilogy. I've had more 

interesting adventuresshoppingin 
Neasden. — S.K. 

Game: ADVENTURE 
TRILOGY 

Maker: DRAGON DATA 
LTD 

Machine: DRAGON.§2 
Format: cassette Ro,,/ 
Price: &7.95 

Bating: none . H'Cndrd Bi 


Incomprehensible graphic 'adven¬ 
ture' from the same team that 
brought you Beyond the Cimeeon 
Moon, a tarted down maze game. 
Like Moon this is exceptionally 
unfriendly. A shame really as the 
scenario seems almost interest¬ 
ing. You playa warrior in the realm 
of Mandoor. With your firespout¬ 
ing war sword you must vanquish 
the dreaded denizens of the 
combat arenabeforeembarking on 
a bold quest for the Eye of Dazmor. 
All well and good you might think. 
Unfortunately the game is almost 
inaccessible. You're only granted a 
vocabulary of sixteen words to 
play with and the graphics them¬ 
selves are baffling. I couldn't make 


frVUP^ 


ering about wearing a scuba 
outfit and a werewolf mask, 
clutching a tadpole and a cake 
marked "Eat Me", you feel the 
author's sense of humour could 
have been well used on Game 
For A Laugh. But there is a 
method in this madness (though 
I have yet to find a use for the 
tadpole) and the zanier aspects 
of the adventure make it all the 
more distracting. While the dia¬ 
logue can be somewhat limited, 
for a 48K game House of Death 


House of Death is a non-graphic 
adventure game set in an aban¬ 
doned horror movie studio, a 
location brimming with possi¬ 
bilities. Naturally, it's a test of 
nerve as well as logic. Halfway 
up the stairs, you are told that 
they are particularly rickety at 
this point. GO UP and you go up 
— but try coming down again 
with any treasures from the 
second floor ... The treasures 
themselves are out of the ordi¬ 
nary. As you find yourself wand¬ 
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K = Could Be Better 
KK = Could Be Worse 
KECK = Unsurpassable 
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NEIRO 
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LET'S FACE it, any aliens daring to invade Earth these days are inb-i-i-i-g ^ 

trouble! Fast, space-zapper games like Metro Blitz here are spawning a 
whole new race of hyper-reflexed beings with brilliant hand-eye co¬ 
ordination. Put them in charge of the laser batteries and we'll have no 
problems! 

While we wait Metro Blitz is good practice at tackling overwhelming 
odds. Alien craft are descending on the city in suicide raids that destroy 
parts of the city.each time one lands. You have command of asmall, nimble 
fighter with one mission only. . . blast anything that moves. 

A t first glance the game looks limited with all the action taking place on 
one screen and with no scrolling. However, with 24 attack waves and six 
different types of aliensthere's plenty to keepyou busy. Somealiensexhibit 
deviousness by scrolling in from the side athighandlowlevelsorreleasing 
hunter drones to follow your every move. 

A generous 10 ships to start with means that you can survive for quite a 
while before succumbing to the inevitable 'no win' conclusion. Bonus 
points and an extra ship are awarded for surviving each wave. 

Metro Blitz looks and sounds good but, ultimately, ranks with all the 
other space shoot-em-ups as fun until easily tired of. On the other hand, if 
playing it can one day save the world, well. . . ~ R.B. 

Game; METRO BLITZ 

Maker: PSS 

Machine; COMMODORE 64 
Format: cassette 
Price; ^7.95 

Bating: K _ 


vhat 


that 


e? It 


it to 


this 


lore 


igin 


)A!rA 

\ 

P^IHambali 
[Ony Tyler ' 
Keaton I 
Green 

l^id Crossivel 


m entertain- 
\e, as a fan of 
\hat some of 
wn from the 
f adventure 
there still 
mor game to 

F DEATH 
T 
1 
e 


The inlay card speaks of Crazy 
Nathan Wigglesworth, Flyer 
Supreme, and his trusty pal T.C. 
Barton undertaking .. the bal¬ 
loon trip of a lifetime”. Of these two 
gentlemen I could find no sign, not 
of the churches and skyscrapers” 
they were supposed to fly over 
though they might appear in the 
nigher levels oi the game). All I 
could find was a lazily swinging 
green balloon In a spiky labyrinth. 
Hardly the trip of this or any other 
lifetime. 

Your task — should you decide 
to accept it — is to guide the 
balloon (one of six) safely through 
the maze avoiding contact with any 
of the surfaces. The slightest touch 

— even by the basket — causes 
theballoonspectacularlytodeflate 
and plunge to the ground. 

This task is made more hazard¬ 
ous by the ballon's swinging, 
making it a larger target, and 
various mobile sharp things which 
inhabit each of the 26 levels. There 
are even magnets to pull the ballon 
oil course and targets to aim for 
which can net you extra points. 

Crazy Balloon does little to 
earn its name. The colours are 
pretty, the sound is minimal and 
the game play rarely climbs above 
mildly frustrating. 

As for Crazy Nathan and his pal 

- they probably opted for the 
latest in flioht simulation pro¬ 
grams. — R.B. 

Game: CRAZY BAIiOON 
Maker: SOFTWARE 
PHDJBCTS 

Machine: COMMODORE 64 
Format: cassette 
Price: &7.95 
Bating: K 






^Not so much an adventure as Dungeons and Dragons with chips. ThoseJ 
iamiliar with the boxed version will recognise the format. Before you can set 
off and vanguish the Demon Lord your cnaracter must be created, various 
values are assigned to strength, constitution and the like, and then hit points 
and gold pieces allocated. Hit points represent the amount of damage your i 
character can withstand. Encounter a fiend and you'll have toselecta weapon | 
from your supplies and hope the computer dice rolls in yourfavour. Survival . 
being down to the number of hit points prevalent and the amount of damage 
rolled by the dice. Obviously the higher your points the more encounters! 
you’re liKeiy to survive. It's a tried and tested formula. j 

Having entered the dungeons you’ll be given a menu of popible options^ 
Fight, go on, run, search or purchase supplies. The screen then details theij 
conseguence of your actions. Action freaks will delight in the knowledge that ; 
there are fifty-two species of nasty to conquer and there s a thoughtful 
provision for both short and protracted expeditions. Some might prefer this 
role-playing exercise to the more traditional adventure. For me it had only 
limited appeal. I prefer brainteasers alongside the bloodletting. — S.K. 


Game: MONSTERS AND MAGIC 
Maker: DRAGON DATA LTD 
Machine: DRAGON 32 
Format: cassette :! 

I Price: &7.9S 
I Bating: KK 
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ZX SPECTRUM 48K 


ORICUUI 

cz-onario is this, arme 


The scenario is this, armed w^h 

only a pistol firing silver bullets 
and the ability to open widows, 
the good friar has been charged 
sanctifying Dracula s 
numerous castles. I suppose eve_ 
ryone is by now used 
these fanciful descriptions 
reduced to caricature g P 
and stock game formats. Draco 
/a's Revenge is a Snakes « 
Ladders type maze game, the bes 

of which ia /'r hut it s fast 
arcades. It's simple, but it s tasr 

and the basic elements are clev- 

eS^otted.Whilethecharacters 

I — ghosts, werewolyes, the yam 

I crude the changing light outside 
I the castle adds a splash of colour. 

I Letting in the daylight (by touch- 
I U the ends of a corridor)slaV 
I the vampire, twilight will des- 
I natch ghosts, but once evening 
I falls there's no alternative but to 

■ rindae until dawn comes. Dracu 
I laTRevenge lacks a two-player 

■ function, but the action is remar 
I kably smooth and instantly addic- 
I five Side by side with similar 
I cartridge games, such a® Coleco^ 
I Space Panic, you wouldn t know 

I the difference. — P.R- 

I Game: DBACtTLA S 

■ revenge 

H laaker: SOETEK 
I Macntne; OBIGl 
Format: cassette 
Price: &6.95 
H Bating: KK 
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FUNNY HOW life imitates Art. Just as 
the US Navy put the giant World War II 
battlewagon New Jersey back in 
commission and sent it to lurk menac¬ 
ingly off the coast of Lebanon, several 
software companies obviously decided 
that there’s mileage in resuscitating 
this obsolescent — but fascinating — 
form of naval warfare, where gun¬ 
armed ironclads seek each other out on 
the high seas and, having found each 
other, do their best to blow their 
opponents out of the water. 

Both IVIC Lothlorien (Dread¬ 
noughts) and new Rye-based com¬ 
pany Temptation [Admiral Graf 
Spee) have elected to simulate actual 
eras of battleship warfare. The first 
goes for that most fascinating of 
epochs, the 1914-18 war, when mighty 
fleets hunted each other over the 
wintry North Sea. Temptation’s offer¬ 
ing reproduces the last cruise of the 
pocket battleship Graf Spee. Both 
have search’ modes, with Dread¬ 
noughts allocating you a pre-set 
plotline and Graf Spee allowing you 
to hunt the oceans rather like the 
Thorn-EMI game Submarine Com¬ 
mander. Of the two, the Lothlorien 
search mode isthemore reallstic.since 
it exactly reproduces the confusion and 
poor visibility for which that era of 
naval warfare was noted. However, 
Dreadnoughts is fairly dull to look 
at consisting essentially of menus and 
— I have to say it — spreadsheets, 
whereby you alter individual vessels' 
speed and heading. 

Dreadnoughts eventually gives 
you a look-down’ (Zeppelin?) view, 
whereas the Temps opt for a bridge 
view. Combat sequences therefore are 
tokenised on Dreadnoughts and — 
because of the BASIC programming — 
tacky and wooden on Graf Spee. The 
best thing about either game is the 
capability of Dreadnoughts toallow 
two players to alternate on the same 
console, so that what each player sees 
(the other guy politely staring at the 
wall meantime) is exactly what the 
admiral would see. 

Of the two. Dreadnoughts is the 
more authentic overall and more visu¬ 
ally boring; while Graf Spee is 
precisely the other way around. 
Neither address the contemporary 
problem of rangefinding in any way. 
Overall. I feel the ultimate 
game has yet to 


Game: DREADNOUGHTS 
Maker: MC LOTHLORIEN 
Machine: SPECTRUM 48K 
Format: cassette 
Price: ib5.95 
Bating: KK 


Game: ADMIRAL GRAE 
SPEE 

Maker: TEMPTATION 
SOFTWARE 
Machine: SPECTRUM 481 
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THESE BOOTS WERE 
MADE FOR 

ZONGING 

Stop me If you Ve heard this one, 
but there was this guy running 
round inside a maze trying to 
gather treasure but being 
chased by afi sorts of nasty crea¬ 
tures. What? You have heard it 
before? Weil, here it is again! 

To be fair, Krystals of Zong is 
one of the better maze chase 
games around. There are eight 
levels, each with nine rooms 
infestedby snakes, bats, spiders 
and mummies. The treasure is 
locked in centra! compartments 
accessed only by keys which 
must be collected from the var¬ 
ious rooms. There are also 
swords which temporarily give 
you the power to off your 
pursuers. 

Surprisingly, some of this 
treasure is actually useful. There 


are potions to teleport you to 
other rooms or make your invisi¬ 
ble to the nasties, boots to help 
you run faster (vita!because this 
game is slow}, powerful swords 
and more. H almost makes the 
hassle to get them worthwhile. 
As said, the action is slow and 
the graphics are nothing to 
scream about but there are sev¬ 
eral little touches that make the 
game fun. These include the 
music and a cute little sequence 
whenever you get caught by a 


creature. 

You can't judge a book by its 
cover so don't judge Krystals of 
Zong by its theme. You might be 
pleasantly surprised. — R.B. 


0ame: KEYSTALS OF ZOHG 

Malcer; PSS 

MacMne: COMMODOBE 64 
format; cassette 
frice;ib7,95 

Bating: KK 
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Tired of flying your dinky little 
Sinclair/Psion Flight Simulation 
program? Ready for something 
with a bit more muscle? How 
about an FI5 Eagle USAF air- 
superiority jet fighter? Yours for 
less than eight quid with this 
program, guv. No questions 
asked. 

Fighter Pilot is nothing short of 
state-of-the-art stuff for the 
Spectrum. A really impressive 
instrument panel is displayed 
along the lower portion of the 
screen with a full 3D-effect cock¬ 
pit view taking up the rest of the 
display. Runways and enemy air¬ 
craft are rendered in excellent 
hi-res graphics. 

The instrument panel itself is 
masterpiece of graphics with 
scrolling and rolling displays, 
showing up those cop-out all- 
digital read outs of some other 
simulations. It really conveys the 
'feel' of being at the controls of a 
real aircraft. 

So what can it do? Pretty much 
everything short of severely dam¬ 
aging any property or life. There 
are options for take-offs and land- 
ings(blindand with cross-winds if 
you like), flight (with or without 
turbulence), combat practice and 
actual air-to-air combat. It's even 
fully aerobatic — looping the loop 
is great fun! 

Instruments include artificial 
horizon, flight computer, radar, 
compass, ILS, thrust indicator 
and ammo count. Everything 
needed to track down the enemy 
and give him a severe thrashing. 

In fact there are so many fea- 
turesincluded intheprogramthat 
they cover two full information 
sheets and make fascinating 
reading. 

In reality Fighter Pilot can't be 
regarded as 'just another compu¬ 
ter game', it is a total experience. 
It has been devised by experts in 
the field of flight simulatorsaided 
byguyswhoflyplanesliketheFI 5 
fora living. 

The program runs in 100% 
machine code and is compatible 
with all the major joysticks. At the 
moment it'sinaclassof itsown... 
and I reckon it'll take some beat¬ 
ing. — R.B. 

Game; FIGHTER PILOT 
Maker; DIGITAL 
IFTEGRATIOH 
Machine; 48K SPECTRUM 
Format; cassette 
Price; ib7.95 
Bating; KKK 




I Bland climbing game that 
suffers from gutless presenta¬ 
tion and tack of motivation. The 
object is to move across a screen 
cluttered with moving lifts, the 
I idea being to reach as high a 
floor as possible. Should you 
I manage to negotiate one floor a 
little yellow cube will zoom 
I down and carry you to a new 
floor. The graphics, despite a 
neat title screen, are very ordi- 
\ nary. Curiously the documenta¬ 
tion which comes with the game 
I describes your pawn as a detec¬ 
tive, indeed the difficulty option 
I allows you to play either James 
Bond or Ruck Furd, but the 
character looks more like a squat 
John Wayne than a secret agent. 
Presumably a stetson is easier to 
J depict than a PPK. It's also a 
game requiring very little skill, as 
success depends largely on the 
random arrangement of the 
I moving lifts. Very ho hum. / j 
would be well cheesed off had I i 
I shelled out hard-earned cash forg 
I /t — S.K. 

Game: SHAFT 
MaJcer; DRAGOH DATA 
Machine; DRAGOH m 
Format; cassette 
Brice: ^7,96 
Bating: none 


Extremely difficult successor to Airstrike 1 — basically a very pretty 
Scramble-typegame where you fly a heavily armed ship down a seriesof 
labyrinthine tunnels in order to reach your ultimate goal, a kind of alien 
oil-rig. This you then attempt to blow away in the usual style. 

Excellent use hasbeen madeof the Atari 800'sconsiderablegraphics, 
and the by now common device of a movement window within the 
horizontal scroll allows you a certain freedom of movement. A very nice 
touch indeed istheprovisionof subterraneanandoverhead branchesoff 
the main tunnel . . . though actually getting the ship to negotiate the 
entrance to any oneof these taxed theabilitiesof even themostgung-ho 
office denizens to the utmost (i.e. we failed to do it even once). As it 
stands, probably English Software's best title; though it would be nice if 
Airstrike 3 (if there is one) could manage true bi-directional scrolling a/a 
Defender. — T.T. 


Game: AIRSTRIKE 2 
Maker; ENGLISH SOFTWARE 
Machine; ATARI 400/800 


Format: cassette 
Brice: &9.95 
Rating; KK 
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IF YOU like arctic conditions in the comfort of your own 
home, then Freez'bees could be for you. 

Percy the Penguin, stalwart of the ice cap, has his 
territory invaded by Snowbeesand after choosing the ideal 
ice blocks they lay their eggs deep within them. The eggs 
hatch out and the young Snowbees chase poor Percy in a 
determined effort to kill him. 

Percy is not too pleased by these Snowbees first 
invading his territory and then trying to kill him, so betakes 
evasive action by either destroying the ice blocks before 
the eggs hatch out, or luring them to the perimeter fence, 
which he has electrified, and frying them. If he fails to kill 
them within a certain period of time and he has not 
destroyed the eggs within ail of the ice blocks, more hatch 
out and his job becomes even harder. 

In one of Silversoft's best games for quite a while, good 
graphics and smooth playing action makethisan enjoyable 
and original program which, whether you use keyboard or 
joystick, should keep you amused for some time. 

Game: FREEZ’BEES 

lyiaker: SILYERSOFT I '.v m 

MacdilM: SPECTRUM 48 I ^ ^ ■ 

Format: cassette I"" I 

Price: ^5.95 B ..r-M—tmj.-irrnJ 

Bating: KK MtlM 
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Adventure games allow you to 
take on the mantle of many 
powerful and dynamic beings 
and experience strange and 
exciting things. But are you 
ready tp become a worm^ Not 
just any old worm but Wonder- 
worm (ta, dal) who has an 
urgent appointment to attend 
his uncle's Wormsday party 
(more worm jokes to comej. 
Our ductile hero must lea ves his 
comfortable worm hole, full of 
wormhold items (seel) and find 
his way through terrible, worm- 
destroying hazards to the party. 
Despite its cutesy theme this is 
not an easy adventure game. 
Indeed, just leaving the worm 
hole requires some thought to 


find the special keyword 
needed to release you (and it 
ain't 'slither' or'craw!'). Won- 
derworm runs mainly in text but 
has some good and amusing 
graphics buried within it. Most 
of the standard adventure game 
commands are recognised with 
LOOK and HELP being of vita! 
use. This is a game with a sense 
of humour and a lot going for it 
Excuse me while / work out how 
to avoid being eaten by a cow 
again. — HM, 

Bmmi WONBERWOBM 
Makars HAYEHSOPT 
Machtoas Spectnim48K 
Wormmt: cassette 
Ba*l»gsKKK 


GOOD GAME... 

Embarrasing Dialect 



MY OATH! IT'S 
THE CUBE! 

In the beginning there was Pac- 
Man. He was a little round char¬ 
acter that starred in a smash-hit 
arcade video game. He was 
considered so cute that he 
spawned a rash of spin-off pro¬ 
ducts and even got his own TV 
show. Then came Q*bert, 
another little round character, 
with a big nose and little legs. He 
too starred in a smash-hit video 
game, was considered unbear¬ 
ably cute and isabouttogethis 
own TV show. Moral: cute round 
characters sell video games. 
See if you agree with this home, 
Intellivision version of Q*bert. 

Like most good video games, 
the idea is deceptively simple. 
Hop Q*bert up and down a 
pyramid of ‘3D’ cubes changing 
their colour as he lands on each. 
When the entire pyramid has 
been changed it all starts again, 
this time with a different colour. 
But, of course, it ain’t that easy! 
There are ‘nasties’ about. They 
chase Q*bert all over the 
pyramid: red and purple balls to 
squash him, creatures called 
Ugg and Slick who jump on him 
and change cube colours back 
again, and Coily the snake. The 
only way Q*bert can escape his 
deadly coils is to hop on one of 
two flying discs which whisk 
him to safety while Coily 
plunges to his doom. 

Compared to the original 
arcade game, the Intellivision 






graphics are, naturally, a bit 
coarse but otherwise this ver¬ 
sion remains remarkable faith¬ 
ful to the original. The flying 
discs spin colourfully, thesound 
is good — Q*bert even manages 
to swear convincingly whe¬ 
never he is caught. From the 
outset control on this game is 
not simple as Q*bert can only 
hop in diagonal directions but 
Intellivision’s infamous control 
discs compound this problem 
and make a lot of practice neces¬ 
sary. Once mastered, though, 
you’ll find Q*bert more of a 
challenge than you think. Looks 
like another cute, round, lovable 
figure is about to become a 
home video game superstar! 
R.B. 

Game: Q*BERT 
Maker: PARKER 
Machine: INTELLIVISION 
Format: ROM 
Frice: ^>34.50 or less 
Rating: KK 


'o/ne, home on the range, where the stars and the asteroids play ... and 
ho could be more at home on the range than theBeamriderandhis trusty 
laser lariat. Dang ma britches, pards, if this ain 't one of the meanest space 
shoot-me-ups 1 ever did seef You've got to stop a bunch of the orneriest 
space owlhoots this side of the Crab Nebula fakin' over the 99-level deep 
Restricter Shield round £arth. You can see that dang shield a -s tretchin' wa y 
out in front of you. Them varmints starts as dots in the distance but come at 
foudown the grid lines ofthe shield, a-growin'all the time. Wait till you see 
the whites of their eyes before you start a-blastin' with your laser iariat. 
Yihaaal Lookit them critters run! But it ain’t over yet, son. They're smart 
tnllsoon be back a-buckin'and a-weavin'and blastin'back at you with big 
bombs. They'll also bring some 'friends'with 'em. Just stand your ground, 
son, and plug away. SendlSof'emtoBootHillandyou'llgetacrackattheir 
Big Boss craft. You 7/ need your torpedoes fer that sucker. You 've only got 
three so make 'em count — and watch out fer them green blockers who'll 
draw your fire. Blast the head critter and git bonus points. 

But it don’t stop there, nosirree. There's another sector and another and , 
well, the whole thing just gits faster and faster with a whole passe! of i 
t\ew dangers. Thishere Beamrider'eapurdy-hokin'game with mighty fine j 
sound. Up to four of you rannies kin piay and there's action a-plenty fer all. f 
So long, pards. 1 gotta go save the rest of them 98 sectors. Beam me up A 
Kincaid. — R.B. 


He could 
have had 
a Bounty 



Bame:BEAMRIDER 
Maker: ACTIVISION 
Machine: INTELLIVISION 


Format: ROM 
Frice: *34.95 
Rating: KKK 


Uon t be foolpHi tk* 

attack took ouUwoof^.t'"?^' Moving ' 

'"9 my fire I Ih"? showing lightnina 
-»s I'm 

shattered*' 

®^e:HUNTEj^ 

«ice: *7.95 
KKK 

































CAN YOU BISr OUR 

GREAT OAnES 

We've got the bigg^t (and best) selection of games 
for the Commodore 64. We think they're unbeatable 
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STREETS OF 
LONDON 
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MORE THAN GAMES ... 

Our FREE catalogue lists dozens of programs 

for your Commodore 64 to help you run your business, 

write pr^rams, or just enjoy yourself. We've been producing 

top quality software OTTl ¥ r * TlO/\ 

since 1978. So if you want VI 11Jlf I# VI I 

the best, just remember our name .. .LFwJI 




SUPERSOFT, Winchester House, Canning Road, Wealdstone, 
Harrow, Middlesex, HA3 7$i Telephone: 01«861 1166 
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Actual picture of screen on 


/ Your mission is to penetrate the enemy 
j|5i^ ■ ^ scrambie system and destroy their 

headquarters. You wili start with three of 
our latest spacefighters equipped with 
repeating cannon and twin bomb launcher. 
J^^ r' ** succeed in evading the elaborate ground 
defences, you will arrive at the Cave where flying 
becomes niore difficult. In the cave are UFOs, after 
^pF which you must avoid a hail of meteorites. Very few 
pilots succeed this far, but if you do, then you must enter 
^ the Fortress, followed by the Maze. If you manage to destroy 
Enemy Headquarters, then your reward will be a more 
difficult mission! One or two player game. 

L Machine Language, High Speed, Arcade Action. Full colour 
k ^graphics with sound. Keyboard or Joystick control. 

' Available on tape for 

^ ORIC £5.50 DRAGON 32 £8 

f' V-W an - TANDY COLOUR £8 

f t I (Tandy colour version only available at Tandy Shops) 

Selected Microdeal titles are 

8>1 


Orders by post to 
41 Truro Road, St. Austell, , 
Cornwall PL25 5JE. ' 
Credit Card Hotline 0726 3456 
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It’s no 
picnic! 


But if you go down to the woods today, will you help 
Ted get his batteries? 

Or will you get bowered? 

Or get the cocktail? 

Will voii ever reach the 8th round? 


: 


Come to that, will you ever work out 
the scoring system? 


Available from:- 

Artic Computing Ltd 

Main Street, 

Brandesburton 

Driffield 

Y025 8RG 

Tel: 0401 43553 
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liJRlTE fl CnmPUTER GRfTlE 

RGD WIN !! £1000 !! LUDRTH 

□P ocommodore PGt HF fTIpriT 



0 

0 

o 

0 
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T0 WIN THIS EXCITING PRIZE YOU MUST WRITE A FAST MOVING ARCADE STYLE GAME BASED 
ON ONE OF MOUNTAIN VIDEO’S TOP SELLING ANIMATED FEATURES SPACE FIREBIRD’, 
’DRACULA’ OR ’TECHNO POLICE’. EACH GAME MUST EE UNPUBLISHED,BUT CAN, OF COURSE 
EE AN ADAPTION OF A GAME THAT YOU ALREADY HAVE DESIGNED. SPACE FIREBIRD LENDS 
ITSELF TO A GALAX IAN STYLE GAME, AND DRACULA IS ALREADY QUITE POPULAR WITH 
ADVENTURE PROGRAMMERS, WHILE TECHNO POLICE’S HIGH-TECH TANK SHOULD PROVIDE 
PLENTY OF SCOPE. SPECIAL CONSIDERATION WILL BE GIVEN TO GAMES THAT ARE BOTH 
ORIGINAL IN CONCEPT AND WELL RELATED TO THE TITLE.ALL THREE VIDEO CASSETTES 
ARE WIDELY AVAILABLE THROUGH VIDEO LIBRARYS,AND COMPETITORS CAN ALSO OBTAIN 
FULL SYNOPSIS OF EACH PLOT FROM MOUNTAIN VIDEO AT THE ADDRESS BELOW.IN 
ADDITION TO THE EXCELLENT PRIZE MOUNTAIN WILL ARRANGE FOR THE MARKETING OF 
THE WINNING GAME EITHER DIRECTLY OR THROUGH A LEADING COMPUTER SOFTWARE 
HOUSE.WITH FULL ROYALTIES TO THE CREATOR .ALL ENTRIES MUST EE ON CASSETTE, AND 
DESIGNED FOR ONE OF THE LEADING HOME MICRO COMPUTER SYSTEMS.CLOSING DATE FOR 
ALL ENTRIES IS 1ST OF JUNE 1984. THE FINAL DECISION WILL BE MADE BY 'BIG K’S’ 
EDITOR ,TONY TYLER AND PUBLISHED IN ’BIG K’. 


ENTRIES SHOULD BE SENT TOs- 
MOUNTAIN VIDEO COMPUTER COMPETITION. 
LONDON. WCl. 


45 NEW OXFORD ST 
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Mountain's 
DANIEL 
BRANT: Will 
it be 

Dracula? 


PROGRAMMERS out there eager to score a 
Commodore 64 plus peripherals can have their 
chance _ Mountain Video (the anim^ion 
specialists) are organising a competition with 
£1,000 worth of said equipment as the overall prize. 

Allthetemptedtapperhastodoisdesigna 

game program to complement any of Mountain s 
three top-selling animated cartoon videos; 

Techno Police and Space Firebird, two 

amazing sci-fi offerings from the Land of the Rising 
Sun and Dracula, an amimated adaptation of a 
contemporary story featuring that well-known 
bloodsucker, star of stage, screen and video 

^^SSiitain Supremo Daniel Brant assures Big K 

that his company will either marketthe 

prizewinning game themselves or arrange for its 
marketing - with fuli credit, royalties, etc., for the 
lucky winner. Closing date for entries will be 
Monday May 30. 

Entry forms available from: Judy Sergeant, 
Mountain Video (Special Projects, 45 New Oxford 
St., London WC1. 
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Iheyf came from out of space to answer 
the desperate call for rescue: 
humanoids trapped on a lonely moon 
and menaced by a monster. One by one 
the giant ships swooped in to release 
their lander craft. The craft had to find 
a way to get to the humans — a thou 
off course meant destruction. Many 
were destroyed in the attempt but one 
got through. Will you be piloting that 
craft? Type in this amazing program 
and fight out if you've got The Right 
Stuff 


400 VH=yH-HV • PC>|.:.E V+'^., IN T' r H ' 

IF VHC=f1H';LV>RI4D CE:=U TMEf^ GOTO 
:;00 

410 IF VHG=1.5 FlUD CB=1 THEH POKE VH 
6,. 0: VH=255 • CE!=0 
?00 GOTO 100 

1000 IF g;>i or g<:=-i then goto loio 
1005 GOTO 1100 

1010 FOR N=1 TO 30: POKE 2040., 13 
■ POTE 2040.15 : F 1 = I f IT(. F ND ■ 1 ;■ +50:■ 
:R2=20:R3=4:F:4=33 

1025 GOSUB 6000 NEXT KHFOF: N=1 TO 1500 

• he: :t : PR I NT" c clerp ]": go to 11 000 
1100 O=PEEK(V+30::- 

1110 IF 0=5 OR 0=5+3 THEN 30=-r +1om-i 
GOTO 1200 

1120 FOR H=V TO 35 STEP-1 POKE ''+1,N 
:P1=35: R2=240 : R3=2 : F4=l r : GOSUB oruni 
1122 he::t n:f=100:g=-.2: D=-r' t=n 
1125 IF F'EEK(V+31 >=0 THEN GOTO H'nT 
1126, GOTO 1125 

1200 POKE 'v'+21.,3 F0R N=V TO llO STEP-1 
POKE V+1.,N:F0R T = 1 TO 15:NE,':T T 
:NEXT M:V=N 

1210 IF XO:i THEN FOP N=X TO :-:U10 
:F0KE V.N-FOR T = 1 TO 15 NP;:t T 

:he:>:t n:x=n:goto 1220 

1215 FOP N=X TO Xl + 10 STEF-fPOfE V ■ N 
FOP T=i TO 15 :ne:;t T:i.E::f n '.^n 
1220 FOR N=V TO 76 STEP-t POKE V^l .N 
:F0R T=i TO i5:ne::t t:ne:-;t n v=n 
1230 LVt=STF f LV :■ ' PF IN T " r HOME. HOWNS . 
RIGHTlO.RVS.ER.ENriLEVEL " L'^i . " 
[RVS] COMFIETEHCRVOFF]'- 
1240 LV=LVfl:SC=SC+1O00 

1262 FOP N=F TO 0 STEP-l 

1265 PRINT" CVELLOM., HOME. HOWN.Gt 

[RVSIFUEL : C RVOFF 3 " ; F$ I NT' N, '5 ' > ■ 

" '30=30+5 

126? R1 = IMT-:N,-^5> :P2=23:P3=3 F4=ir 
: GOSUB 6000:NEXT M 

1263 FOR M=1 TO 100:NE::T 
1270 FOR M=0 TO lOO 

1275 PRINT" [HOME., IiOMN24]": " CFVS JFUEL 
:[RV0 FF]".;f$<inT(:n/'5;'.:'; " ". 

1277 R1 = INT04,^5:^ :R2=23:R3=3 F4=ir 
: GOSUB 6000:NEXT N:F=100 


1300 FOR N=1 TO 100 NEXT 
1350 FRINT"[HOME.. nONNS,. PIGHTIOJ 

1360 POKE V+5..213:POKE v+4,,MN(LV,:' 

: POKE V+21., 15 : GP=GP+. 3 : HV=HV(LV ' 
1400 GOTO 20 

5000 PR I NT " C HOMEDOMNS' .■ RIGHTP.. RVS 
CVRN]OUT OF FUEL.C PVOfT 3" 

:P0K;E V+21..0 

5010 FOR N=1 TO 2000:NEXT NGOTD llOOO 
5100 POKE V+210 : PR IN T" [ HOI IE.. D0WN2 
RIGHT?.,RVS3VOU FLEM OFF INTO SPHC 
E.[RVOFF3" 

5110 FOR N=1 TO 2000:NE;:T TPGOTO 11000 
5300 FOR N=VH TO 1 STEP-1 :Fril.E V+6.N 
: POKE V+4 ., N+4 : P1=N P2=125 F:3=5 
:R4=1?:GOSUB 6000 NEXT N 
5310 POKE V+21.0 : PR I NT" C HOME., riOMN2., 
RIGHTS.,RVS3THE VEHTI GOT THERE FIR 
ST.CRVCtFF}" 

5320 FOR N=1 TO 2000:NEXT N 
: PR I NT " [ CLERR 3 " : GOTO 110Oi0 
6000 POKE WF., 0: POKE HFP1 : F Of E LF., F;2 
:F0R T=1 TO R3:P0KE NF.PTPOKE MF,O 

:next t:return 

3700 PR I NT" [ CLERR.- DOITNO 3 

you HRVE RCHIEVED THE HIGHEST SCOP 
E" 

8710 PRINT"[BONN3TOBRV PLERSE ENTER V 
OU NRME." 

8720 INPUT"[DOWN., RVS3NRME : [RV0FF3"NMT 
•HS=SC.RETURN 

3000 POKE 2040., 13 : POKE 2041., 11 
:POKE 2042.14:pOKE 2043.14 
3010 V=53243:P0KE V+27.^13 
3020 POKE V+33.. l:POKE V+40..2 
:P0KE V+41.,5 

3100 FOR N=0 TO 62:PERU flipoKE 332+N.R 
: NEXT 

3110 FOR N=0 TO 62PERD R:FOKE 704+N,R 
: NEXT 

3115 FOR N=0 TO 62: PERU R:pOi :E S36+N,R 
: NEXT 

3117 FOR N=0 TO 62 PERU R FOf.E 360+N.R 
: NEXT 

3120 POKE V.. Si: POKE V+1.76 : POKE 7+2.70 
:POKE V+3..57:P0KE V+4.. 72 
:POKE V+5.213 

3125 X=81 :V=76.:X1=70 

3126 POKE V+6..30:POKE V+16.8 
:P0KE V+7..213 : VH=255 

3130 POKE V+23.2:P0KE V+23,2:PETURN 
3500 PR I NT " C CLERR. rifU4N20 3" 

3510 PRINT"[RVS3 [RV0FF3 

[RVS 3 

[RVOFF3 [RVS3r [RVOFF3" 

3520 PRINT"[RVS3 [RVOFF 3 

^ 'll RVS 3 

[RVOFF3" 

3530 PRINT" [RVS3 [RVOFF3f 'll RVS3 
[RVOFF3r [RVS3 [RVOFF3r 

CRVS3^[RVOFF3 [RVS3 

[RVOFF3" 

3540 PRINT"[RVS 3 [RVOFF 3 

[RVS3 [RVOFF3 [RVS3 [RVOFF3 
[RVS3 [RVOFF3r [RVS3 

[RVOFF3" 

3550 PRINT"[RVS3 [RV0FF3 

[RVS3 CRVOFF3r[RVS3 [RVOFF3 
r ^[RVS3 [RVOFF3 [RVS3 

[RVOFF3" 

3560 PRINT"[RVS3 [RVOFF] 

[RVS 3 [RVOFF 3 [RVS] 

[RVOFF3 [RVS3 [RVOFF3" 

3570 PR INT"[RVS3 [RVOFF3 

[RVS3 [RVOFF3 [RVS3 

[RVOFF 3 r l[RVS 3 [RVOFF 3" 

9580 PRINT" [RVS3 [RVOFF3r 'i 

[RVS3 [RVOFF3 [RVS3 

[RVOFF 3 '^[RVS3 [RVOFF3r[Fr;VS3 

[RVOFF3" 

9590 PRINT"[RVS3 [RVOFF] 

[RVS3 [RVOFF3r ’^LRVS3 [RVOFF] 
r '1CRVS3 [RVOFF 3 [RVS 3 

[RVOFF 3 r C RVS 3 [RVOFF 3" 

9600 PRINT"[RVS3 [RVOFF3r [RVS3 

[RV0FF3 [RVS3 [RVQFF3 
[RVS3 [RVOFF3r [RVS3 

[RVOFF3" 

9610 PRINT"[RVS3 

[RVOFF]":RETURN 

9700 REfiD HV < 1 .>. HV (2 .■ HV C 3 
:FOR N=4 TO 20 STEP 3 

: HV C N) =HV < N-3) +. 4 ■ HV(N+1=HV (M+1 -3 
> + .3 

9701 HV(:N+2>=HV(H+2-3::' + . 2: NEXT 
9705 RERD MNa).MN(2;'.MN<3::' 

FOR N=4 TO 20 STEF'3 MNai>=MN':. l> 
:NN'.N+l>=MfK2.> 

9710 MN(N+2)=MN(3>:HE:XT 
9800 Ff (:0.^ = "[RVS3E[RVOFF]" : FTC 1 .:• = "• " 
■FTC2>="«":FTC3>=".i" 

9810 H=l:FOR N=4 TO 20 STEP 2:H=H+1 
FOR T=1 TO H:FTCN:.'=FTCN;)+Ffc2:' 

NEXT T 

9815 FT(N+l.:'=FTCN) + "i" 

9820 F$(N>=FTCN>+" ":NEXT N 
9830 RERD VDC1 >. VDC2:>. VDC 3> 

9840 POKE 54296.15:flD=54277:HF=54276 
HF=54273:LF=54272 

9999 HV=HVCLV>:RETURN 

10000 DflTR * *48., 126.12. 72.66.18. 75.219. 
210.206.195.115.28.255.56,31.255. 
248.63 

10001 DRTR 255.252 

10010 DRTR 104.198.46.232.198,47.232. 

198.47.255.255.255.112.0.30.63.255. 
252 

10011 DRTR 31.255.248 

10020 DRTR 15.110.240.3.231.192.1.195. 
128.0. 129.0.0. 129.0.0,, 129.0.3.231 . 
192 

10030 DRTR 28.0.56.127.255.254.125.85. 
126.127.255.254.248.129.31.240.129, 
15.240 

10031 DRTR 129.15 

10040 DRTR 127.255.254.120.0.30.120.0. 
30.112.0.14.112.0,. 14.112.0,14. 112. 






0.14 

10050 DflTR 112.0.14.240.0.15.240.0,1 
240. tf. 15. 144.0.9.144.0.9.248.0. 31 
1 0060 DRTR 0.0.0.0.00.0. 0. 0., 0.0., 0.0 
0.0. 0.0.0.0.. 0.0 

10070 DRTR 0.0.0.0.0.0.0.0.0.0.0.0,0 
16.0.27.144.0.11.144.0 
10080 DRTR 9.16.0.15.240,0.3.13’8,0, .3 
128.0.2.128.0.2.128.0.6.192.0 
10090 DRTR 1.0.8.32.68.128.128.0.0.5: 
209.159.34.82.68.34.82.68.59.211. 
197 

10100 DRTR 138.18.68.10.18.6?.58.26. 

68.0.0.0.8.0.41.132.0. 128.64.137. 
10110 DflTR 16.1.1.2.0.8.35.255 . £2-i-;, S' 
255.226.31.255.248.127.255.252.25' 
255.255 

10200 DflTR 1.5..4..1.72.175.240..6..^ 

11000 POKE 53280.15:POKE 53281.15 
:POKE V+21.0:PRINT"[BLRCK 3" 

11010 GET R|::IF fl$<>""GOTO 11010 
11020 IF SOHS THEN GOSUB 87H!0 
11030 GOSUB 11500:GOTO 15 
11500 POKE 53280.11:FOKE 53281.11 
PRINT"CVELLOM3" 

11505 PRI NT"[CLERR] [RVS3 

HIGH-SC:0RE".:HS 

11510 PR I NT " [ DOMN15. RIGHT. F:VS 3 
TODflVS E:XPERT is ".;NMf.; "[D0MN3" 
11515 PRINT"[VELLCiM3 .- 


11520 PRINT" |[BLRCK3USE KEYS Z X T^ 
MOVE LEFT & RIGHTIVELL0M3 I" 
11525 PRINT" I 

I" 

11530 PR I NT" I [ BLRCK 3 THE FUNG TI ON F RO' 
IDE THRUST [RVS3F1 MIN[RVOFF] 
[VELLOM] I" 

11540 PRINT" I [BLRCK3 

[RVS3F4 MR:::[RV0FF3 

[VELLOM3 I" 

11550 PRINT" - 


11620 PR I NT" [ HOME. DCiMN24. RVS 3 
WRITTEN BV .JON BULL CC::- 1983 
[HOME.ER.END]",: 

11630 POKE 1024+999.160 

:ROKE 1024+999+54272.7:pOKE 2040.13 
11640 POKE V+40.4:FOKE V+3.57 
:P0KE 'V+21.2 

11650 FOR N=0 TO 55:POKE v+2.N 
FOR T=1 TO P:NEXT T 
11652 GET K|::IF K^="S"THEN GOTO 13000 
11655 NEXT' N 

11670 FOR T=1 TO 900 NEXT 
:PRINT"[RVOFF.HOME.D0MN4 3 

MOTHER SHIP":XI=N 

:VI=57 

11740 POKE V +1. 110 : POKE V,. O 
:FOKE V+2 1 . 3 :POKE V+39.5 
11750 FOR N=0 TO 68 POKE V.N 
:FOR T=1 TO FNEXT T:GET KT 
IF K$="S"THEN 13000 
11755 NEXT H 

11770 FOR T=1 TO 9v30:NE:-:T 
:PRIN T"[RVOFF.HOME.DOWNS 3 

PLRVERS CRRFT":X2=N 

:V2=110 

11840 POKE V+5.130:POKE V+21.7 

• POKE V+41.3 

11850 FOR N=0 TO 68:POKE v+4.N 
FOR T=1 TO p:NEXT T:GET KT 
IF K$="S"THEN 13000 
11855 NEXT N 

11370 FOR T=1 TO 900:NEXT 
: PR I NT " [ RVOFF. HOME. DOMN 12.3 

HUMRN0ID[C:VRN3" :X3=N 

:V3=130 

12000 FOR NT=1 TO ZOOO NEIXT 
12010 FOR N=V2 TO VS*:POKE V+l.N 
FOR T=1 TO p:NEXT TGET K$ 

IF Kf="S"THEN 13000 
12015 NEXT N 

12020 FOR T=1 TO P:NEXT T:FOKE V+21.3 
12030 FOR N=V3 TO 77 STEP-1 POKE V+l.N 
FOR T=1 TO P:NEXT T:NEXT N 
12040 X1=X1-1:X2=X2-rIF X1=0 OR X2=0 
THEN POKE V+21.0:GOTO 12070 
12050 POKE V.X2:P0KE V+2.XI 
FOR T=1 TO p:NEXT T 
12060 GOTO 12040 
12070 PRINT"[HOME.DOWNS3"; 

12075 PRI NT"[RVS3THE IDEA OF THE GAME 
IS TO RESCUE RS " 

12080 PRINT"[RVS]MRNV HUMANOIDS RS PO 
SSIBLE WITHOUT 
12090 PRINT"[RVS 3 CRASHING. 

BEFORE THE HUMANOID IS EATEN" 

12100 PRINT"[RVS3BV THE HOSTILE MOON 
VEHTI, 

12110 PRINT"[RVS3 

12120 PRINT"[RVS3 VOUR SPEED MUST BE 
BETWEEfI 1 A -I 

121:50 PRINT"[RVS3 TO MAKE R SAFE LAND 
ING. 

12140 PRINT"[RVS] 

12150 PR I NT "[RVS 3 LAND ING RN't'WERE RWRR 
DS R FREE REFUEL." 

12160 PRI NT"[RVS3THE GRAVITY OF THE F 
LRNET INCREASES " 

12170 FRINT"[RVS3RFTfR EACH RESCUE. 

12175 PR I NT" [RVS 3 IT'RESS S’ TO ST 

ART[CYAN3 

12180 GET K^:IF KT<:>"S"THEN 12180 
13000 POKE V+21.0:POKE V.Sl 
:PCiKE V+:39.1:P0KE V+40..2 
:POKE V+4 1 . 5 :POKE V+1.76:V=76:X=81 

13010VoKE 'v'+2.70:POKE V+3.57 
:POKE V+4.72:POKE V+5.213 
:P0KE V+1.76:XI=70 
13020 POKE V+6.30:POKE V+16.8 

POKE V+7.213:'t'H= 255:POKE 2040.13 
13030. POKE V+23.2:FCiKE V+29.2 

:pRINT"[CLEAR]":POKE V+21.0:RETURN 




















































For any Sinclair 
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A fiendishly cunning strategy game for 2-4 players. Grab your bricks as they come down the chute and 
out-build your opponents by hemming them in. Last one in plays Yosser Hughes. . . can you do this job? 


■■ 


GAME NOTES 

You mustsimplysurroundanotherplayer'sbrickwithyourown.lfthereisa 
space or a wall on one side the player cannot be surrounded. He will onlydie 

if he is surrounded by four other bricks. You can also surround yourself, so 
beware! 

You can play safe by putting your bricksneartheedgeof the wallsorform 
a ring of bricks with a space on the centre. The four in the ring can't be 
surrounded but can surround others. 

You can play a risky game by luringotherplayersintosquareswhichthey 
think will surround you but actually surround them. 


19©°^'*' ■’■Ranker 

5 border D. PfiPER 0 . p 

ErIe I-- 17 .; INK P+S; XHV 

110 IE TO 200 ' 

then if rttr 

130 IF INKEYi = *» 7 »‘ Xmftki 

then print It 

a.; inuerse' d^a.; ink p + 
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THE AMERICANS must be 
feeling pretty sick. In rock 
music, films, TV and now 
computer gaming, the spirit of 
True Brit is showing. Now Atari 

has chosen a BritProg for its 
first international release. Big K 

managed too track down the 
history-making Briton ... 

JUSTIN WHITTAKER is a 
tall, bespectacled 18 year- 
old from Staplehurst in 
Kent. He exhibits a calm 
self-assurance (‘T decided 
that I’d write a hit game”) 
and realistic attitude (“I 
wouldn’t recommend that 
anyone else leaves school at 
16 and starts writing soft¬ 
ware, they could be very 
disappointed”) towards his 
work. All this is reflected in 
The Lone Raider, Justin’s 
first game; a skilful blend of 
action, excitement and good 
play values, utilising the 
excellent sound and gra¬ 
phics capabilities of the 
Atari Home Computer. 

Justin’s computer interest 
began at school with compu¬ 
ter studies, a subject he 
didn’t feel he was doing as 
well as he should in. So he 
went out and bought a ZX81 
to help. Through this he 
learnt programming and 
began writing his own pro¬ 
grams straight away. He 
left school when he was 16 
with a career as a pro¬ 
grammer firmly in his 
sights. But it wasn’t that 
easy. A long round of fruit¬ 
less interviews left him with 
a lot of spare time on his 
hands and, by this time, an 
Atari 800 to play with. It was 
then he decided to write his 
“hit game”. 

THE THEME’S THE THING 

Weeks were spent thinking 
up ideas. “Eventually I 
came up with the idea of — 
instead of just having a 
game, which is pretty mean¬ 
ingless — to actually pro¬ 
vide a theme. I chose raiding 
a factory. So I designed the 
first screen of the game 
around getting into the fac¬ 
tory, the middle screen 
doing the raiding and the 
last screen getting out 
again. I built the game 
round that.” 

Four or five months of off 
and on work passed before 
the game was complete. 
Justin then wrote to Atari’s 
U.K. HQ telling them about 
the game and asking if he 
could show it to them. 

Why Atari and not some 
British software house? 
“Because I had an Atari 
computer,” was the simple 
reply. Oh. 


factory. 

There are ten ranks to 
work through. The first five 
can be selected but the last 
five must be taken in 
sequence. Unlike some 
games Raider isn’t endless. 
If you can beat the tenth 
rank (“almost impossible” 
says Justin) there is a spe¬ 
cial message and tune wait¬ 
ing. But nobody has done it 
yet, including Justin, who 
claims only to have cracked 
it “. . . by cheating”! 

THE SOUND’S THE THING 

The Lone Raider is an 
immensely ‘playable’ game 
involving the need for good 
tactics as well as reflexes. 
Sound is remarkable though 
the graphics are surpris¬ 
ingly simple for such a 
machine. “Some people 
write a game round a gra¬ 
phic technique,” Justin 
explained. “They don’t care 
about the play value. That 
isn’t the way to do it. Sound 
is one of the most important 
things in games because it 
affects your subconscious as 
opposed to anything else. 
You can’t ignore it. In the 
second level of my game the 
droning sound really gets 
you sweating!” 

As is fairly clear by now, 
Justin is a big fan of Atari 
computers. “They’re fantas¬ 
tic,” he says. “You can never 
really master an Atari 
because there are lots of 
little things hidden inside. 
You can get 255 colours on 
the screen at once — what 
other micro can do that? 
There’s just so much poten¬ 
tial that’s not realised.” 

Okay, so how about a few 
tips for Big K readers, 
Justin? “Get a book called 
De Re Atari by Chris Craw¬ 
ford. If you’ve got an Atari 
micro you think you’ve just 
got a basic micro. When you 
read that book your mind 
will be blown when you rea¬ 
lise what you’ve really got 
your hands on!” 

Justin was 17 when The 
Lone Raider was released 
last year. He’s now 18 and a 
freelance programmer 
working on converting some 
of Atari’s most popular 
games to other home micros 
for the new Atarisoft range. 
When Big K spoke to him he 
was working on Dig Dug for 
the BBC and Electron. 

But what about a follow¬ 
up to Raider? That’ll be in 
the works very soon and 
Justin is saying nothing 
about it other than it will be 
an arcade-style game. Fine. 
When you’re a ‘lone raider’ 
taking on the awesome task 
of cracking the American 
grip on software, you’re 
entitled to a few secrets! 


Atari agreed to see the 
game and Justin journeyed 
up to their Slough offices to 
show it to them. 

“They were struck by it the 
moment they saw it,” he 
says modestly. “Almost on 
the first day they said the 
would release it.” At that 
time, like many others writ¬ 
ing independently for the 
Atari, all Justin could hope 
for was his game to be put 
out by the APX (Atari Pro¬ 
gram Exchange), a service 
available only to Atari 
owners. Then a few weeks 
later came the surprising 
news that The Lone Raider 
was going out ‘mainline’ 
with the rest of Atari’s 
catalogue. 

“I was dumbfounded,” 
says Justin. “It was fantas¬ 
tic because, up to then, 
everything was so select 


with all the mainline stuff 
being written in America. 
Everybody says that the 
Americans are best and all 
that but I’m sure the British 
can do just as well.” 

Atari agreed to pay Justin 
a royalty on each copy sold 
in return for holding copy¬ 
right and The Lone Raider 
was launched with great 
ceremony at the end of 
October, 1983. Initially the 
game is only on sale 
throughout Europe through 
Atari International, but 
hopes are high for an even¬ 
tual U.S. release. 

THE GAME’S THE THING 

The Lone Raider is a three- 
stage game. On the first 
screen the Raider is beamed 
down from his mothership 
and must destroy all the robot 
guards to enter the power 



























Advertisement 


POCKET THIS WALLET 
AND CALCULATOR. 
THEN WORK OUT HOW 
MUCH YOU'VE SAVED 



National Westminster Bank PLC 41 Lothbury, London EC2P 2BP 


When you open a savings account, you want 
to keep track of how much you've got in it. 

That's why the first thing we give you when 
you open a NatWest ON LINE account is a 
calculator. A wafer-thin affair, straight out of 
1985, with a continuous memory that keeps your 
balance, even when the module is switched off. 

Not that you won't receive six-monthly 
statements of your account. But as an ON LINE 
Codeholder, you'll have the chance to buy the 
things you want through a special telephone 
ordering system. And since you can't buy what 
you can't afford, you'll need to know how much 
you can spend before you pick up the phone. 

The calculator comes in a stylish wallet, 
along with your Codeholder card. On this card 
you will keep your personal number-theoneyou 
must quote when ordering items from the 
exclusive catalogue you will also receive upon 
joining the scheme. 

The catalogue contains a wide range of 
specially selected goodies, including electronic 
games, cameras and even a portable TV. 

Of course, you don't have to buy from the 
catalogue if you don't want to. Leave your 
savings in your account and they will accumulate 
interest.* And we won't deduct income tax from 
the interest payments- unlike the building 
societies. 

As an ON LINE saver, you will regularly 
receive a special magazine containing features 
on music, careers and fashion. 

You don't need a calculator to tell you that 
all of this adds up to a pretty impressive 
package. 

To open a NatWest ON LINE account, you 
need £5, of which £2 covers membership. 

Drop into your local NatWest branch today 
and do it. 


A NatWest 

The Action Bank 


All orders for goods supplied through the On Line system will be fulfilled by Empire Stores Ltd., at 18 Canal Road, Bradford. West Yorkshire.This scheme is available to any applicant under the age of 19. 

*For current interest rate please ask at your local NatWest branch. 
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2 OPEN WIDE and 
sayAAARGH! 

Battle-scared 
machines consult 
the Doc — actually a Tektronix 
465D oscilloscope. Most ailments 
are simple: broken microswitches; 
smashed cabinets and screens — 
occasionally a burned-out ROM 
as a result of cute (and 
unprintable) tricks played by 
various wiseacres. 


The innards of TIME PILOT 
Beneath the tube are the TV transis¬ 
tors and transformer. Left: 
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PCBs for sound and display. CPU? 
The good old Z80A — pressed into 
service in an upmarket capacity. 
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5 This BATTLE ZONE (above) had 
its joystick panel wrenched 
clean away by desperate 
manoeuvering. The MR DO 
(below) had a faulty power supply, 
now updated to switch-mode. 
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GAMES OF OUR TIME 



DEFENDER IS THE quintessential 
Atari VCS cartridge. It has an appeal 
that’s lifted it far above the faddish pop¬ 
ularity of other games, and since its 
release remains pretty much une¬ 
qualled as the ultimate 2600 challenge. 

The cart is an adaptation of an 
arcade monster first unleashed by 
Williams Electronics, a company until 
then best known for its pinball 
machines. Defender strolled into the 
arcades during the Christmas of 1980 
and revolutionised coin-op warfare 
overnight. It was the first game to bite 
back! The ferocious attack of Baiters 
and Swarmers made the old plodding 
menace of Invaders seem positively 
homely. Arcades had suddenly 
become grim-faced arenas of merciless 
gawping at those slick wristed 
Defender wizards who stood night 
after night happily enveloped in a 
dazzling display of pixels. I was jeal¬ 
ous! I had no idea what was going on. 
The sheer speed of the thing was 
overwhelming. 


Fearsome Nature 


Defender is an extremely complex 
game to master. The cast is without 
exception the most malevolent ever 
assembled on a single video screen. 
But when Atari announced their 
acquisition of the title for the humble 
VCS, I fairly groaned at the prospect. I 


No.l 

DEFENDER 


mean, there was NO WAY such a killer 
machine could be crammed into a cart. 

Was there? 

Thankfully I was wrong. Not only 
did they cram it in, they produced a 
game with almost identical play to the 
original! Atari programmer Bob 
Polaro achieved a minor miracle by 
reducing 26 kilobytes of 5 button, 1 
joystick mayhem into the heart of a 
Pong-sized cartridge. Indeed, 
Defender is — I guess — the single 
most successful conversion in the 
entire 2600 library. A bona-fide 
classic. 


Armageddon 


Earth is under attack. Hostile 
aliens, ironically attracted by a 
'friendship’ signal beamed by us into 
deep space, are descending in waves. 
Civilisation is being razed to the 
ground. It’s like some George Pal 
movie come to life. Only you, in the 
cockpit of the Universal Space Ship 
Defender , remain as the last line of 
defence. Did I say defence? Wishful 
thinking. Those ominous blips onyour 
scanner herald Armageddon. With a 
defiant sigh your ship accelerates 
across the horizon. It’s time for 
action... 

Defender’s inherent challenge lies 
in its cast. The aliens come in six 
shapes: Bombers, Baiters, Landers, 
Mutants, Pods and Swarmers. 
Bombers are the quiet types and cause 
the least of problems. They tend to 
drift quietly down the screen and are 
quickly picked off. Baiters are just the 
opposite. Their undramatic appear¬ 
ance belies a fearsome nature. They’ll 
hunt you dogmatically until either 
they wipe you or you wipe them. Their 
attack is both relentless and deadly. 
They also manage to distract you from 
the activities of the Landers, whose 
main aim is to kidnap the Humanoids 
who live in the city below. Once kid¬ 
napped a Humanoid will be trans¬ 
formed into a hideous mutant! Should 
the Landers abduct all 5 humanoids 
then you’re in DEEP trouble, as the 
earth is destroyed in an apocalyptic 
mutant takeover. 

Obviously your prime concern 
throughout the game must be to pro¬ 
tect the humanoids and prevent such a 
catastrophe from happening. Pods are 
considerably less fearsome; they just 
float around the screen in a tempting 
manner. However, should you suc¬ 
cumb and blast one it’ll erupt into a 
fistful of heartseeking Swarmers! By 
way of defence you have only lasers 
and smart bombs. Defender is no game 
for cissies. 

OK, now that you’re fully briefed it’s 
time to shake some action. Screens 1 
and 2 are regulation shoot-’em-ups. 


The aliens have yet to pile on any 
pressure and neat flying will enable; 
you to crank up a respectable score. .• 
Remember to kncok out the lone; 
Bomber immediately as this elim.i-^ 
nates any possibility of an accidental 
collision (very humiliating) and watch . 
out for descending Landers. On the; 
lower levels they move at an unhurried 
pace and so are easily shadowed. Let 
the Landers abduct the Humanoids 
and then — as they ascend the screen 
for home — blast ’em. You’ll be able to 
catch the falling hume and claim 1,000 
points per hit. Make the most of this 
strategy here, though, as it becomes 
impossible on later screens. 

From screen three onwards 
Defender begins to play tough. Land¬ 
ers move about the screen with uncom¬ 
fortable speed and the Baiters begin to 
get ratty. Me, I always begin by smart¬ 
bombing the two pods. It’s possible to 
catch both with one hit and this saves 
the hassle of outflying Swarmers later 
on. Never — ever — skimp on the smart 
bombs. They’re easily replaced and 
only foolish (or brilliant) pilots store 
them. Just let the suckers fly. As 
before, your main aim is to protect the 
Humanoids. As soon as you hear the 
garbled cry of a hume being kidnapped 
check out the scanner and move. Only, 
having shot the Lander and caught 
the hume, don’t bother to put him 
down. As long as you’ve a Humanoid 
clinging to your belly the population 
will be safe. The other Landers won’t 
try to kidnap anyone else. 


Nerve-racking 


A peal of VCS thunder heralds the 
Mutant takeover of Earth. This terri¬ 
ble event occurs the moment those 
filthy Landers succeed in abducting 
your entire population. The city is 
vaporised in a cheapo flash and 
swarms of crimson Mutants loom on 
the horizon. This is no time to panic as 
you’ll need to survive 4 screens of 
Mutant Hell before E arth is restored (a 
miraculous occurrence. I’m sure you’ll 
agree). The cart thoughtfully provides 
Mutant training missions which’ll 
help you practise for this nerve- 
racking occurrence. Once again, work 
carefully with your scanner and keep 
on the move. Remember that a sudden 
change in direction will confuse the 
scraggy beasts and so allow you time 
to line up a healthy salvo of laser fire. 
And, of course, if things get too hot you 
can always hyperspace away. (The 
wimp’s way out.) 

And so goes it goes. The ultimate 
challenge. The appeal of Atari 
Defender clearly goes far beyond that 
of lesser shoot-’em-ups. In fact,the 
complexities of the onscreen action 
can so absorb the player that it almost 
becomes an intimate experience. Only 
try and express that excitement to those 
in the outside world and they’ll think 
you’re nuts. It’s the first true classic of 
the video era. And the only cart guar¬ 
anteed to make your feet sweat. 

Play it in clean socks. 

STEVE KEATON 
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Silica Shop the leading mail order specialists in the Video Game and Home Computer world are pleased to offer you some really amazing bargains. We have a 
range of over 200 cartridges to fit your Atari VCS, over 90 of these are priced at under £10, so there’s plenty to choose from if you’re looking for a bargain. You 
may well be wondering how we are able to offer so many cartridges at such good prices. Well, Silica Shop have now been specialising in Atari game software for 
over 5 years and with a turnover of £1.5m and over 35 staff, we are able to make bulk purchases at lower prices than many of our competitors. We offer a 48 hour 
delivery service on all software and Postage and Packing is totally free of charge. Should you wish to obtain further details on our extensive cartridge range, we 
have a 32 page illustrated catalogue available free of charge. We are currently running a ‘buy one get one free’ offer on many of the Activision, C.B.S. and Parker 
cartridges. All offers are subject to availability and full details can be found in our catalogue, so send for your copy now. It is our aim to never be knowingly 
undersold, we will normally match a competitors price providing they actually have the goods in stock. Silica Shop runs an Independent Atari VCS owners club, 
with regular mailings to over 35,000 members. These mailings include detailed game reviews on the extensive range of Atari and third party cartridge releases. So 
complete the coupon below and send us your order, or your request for a FREE copy of our catalogue and we will add your name to our Atari VCS mailing list. 

E.T. £4.95 * MISSILE COMMAND £7.95 

RAIDERS OF THE LOST ARK £8.95 

And that’s not all - look at the list helow and see our other offers: 

£4.95 £7.95 £9.95 £9.95 £14.95 £22.95 £27.95 £27.95 


E.T 

£5.95 


Boxing 
Freeway 
Kaboom! 
Laser Blast 
Skiing 
Stampede 
Tennis 

£6.95 


Air Sea Battle 
Barnstorming 
Brain Games 
Bridge 

Challenge Nexar 
Chopper Commnd 
Demons to Diam 
Grand Prix 
Ice Hockey 
Maze Craze 
Night Driver 
Starmaster 
Warlords 

£7.95 


Adventure 
Breakout 
Haunted House 


Missile Command 
Pinball (Video) 
Soccer 

Yars Revenge 

£8.95 


China Syndrome 
Gangster Alley 
Master Builder 
Planet Patrol 
Raiders Lost Ark 
Tape Worm 

£9.95 


3D Tic Tac Toe 
Asteroids 
Astro Attack 
Basketball 
Battlezone 
Berzerk 
Black Hole 
Bowling 
Capture 
Casino 

Checkers (Video) 
Chess (Video) 
Circus 
Codebreaker 
Common Mutants 
Dodge’Em 
Dragonstomper 
Dream Plight 


Escape Mindmstr 
Felix Return 
Fireball 
Fire Fighter 
Forrest 
Frogger (c) 
Galactic 
Galaxian 
Golf 

Ground Zero 
Indy 5DD 
Killer Sattelites 
Labyrinth 
Mafia 

Magic Puzzle 
Miniature Golf 
Missile War 
Ms Pacman 
Dlympics (Video) 
Dthello 
Dutlaw 
Dverkill 
Pac Kong 
Party Mix 
Phoenix 
Rabbit Transit 
Sea Master 
Skin Diver 
Sky Diver 
Sky Scraper 
Space Eagle 
Space Raider 


Space Robot 
Space War 
Squirrel & Snail 
Star Raiders 
Suicide Mission 
Super Breakout 
Superman 
Survival Island 
Sword of Saros 
Time Machine 
Time Race 
Tom Boy 
Trick Shot 

£13.95 


Combat 

Math Gran Prix 
Missile Control 
Surfers Paradise 

£14.95 


Atlantis 

Commando Attack 
Cosmic Ark 
Demon Attack 
Dragonfire 
Eggomania 
Fathom 
Gopher 

Infernal Tower 
Lost Luggage 
No Escape 


Dctopus 
Picnic 
Racquetball 
Riddle of Sphinx 
Solar Storm 

£18.95 


Alpha Beam 
Backgammon 
Big Birds Egg Ctch 
Cookie Monster 
Defender 
Football (Realspt) 
Snoopy/Red Baron 
Sorcerers Appren 
Tennis (Realspts) 
Volleyball (R/spt) 

£19.00 


Supercharger 

£19.95 


Jawbreaker 
King Kong 
Marauder 
Miner 2D49er 
Polaris 
Sky Jinks 
Springer 
Threshold 


Demolition Herby 
Jungle Hunt 
Kangaroo 
Ram It 

Shark Attack 
Space Invaders 
Stargunner 
Vanguard 

£24.95 


Fast Food 

£25.95 


Laser Gates 
Moonsweeper 

£27.95 


ACTIVISION 
BUY* ONE 
GET ONE** FREE 
Decathlon* 
Enduro* 

Keystone Kapers* 
Megamania** 
Oink** 
Pitfall* 

Plaque Attack** 
River Raid* 
Robot Tank* 
Seaquest** 
Spider Fighter** 


CBS 

BUY ANY TITLE 
GET ONE** FREE 

Carnival** 
Donkey Kong** 
Donkey Kong Jnr** 
Gorf** 
Mousetrap 
Mr Do 
Smurf** 

Solar Fox** 
Time Pilot 
Venture** 
Wizard of Wor** 
Zaxxon 

£27.95 


PARKER 
BUY ANY TITLE 
GET ONE** FREE 

Action Force** 
Amidar** 

Empire Strks Back 
Frogger 
Jedi Arena** 
Reactor** 

Sky Skipper** 
Spiderman** 


RECENT RELEASES 
BUY ONE GET 
ONE FREE OFFERS 
DO NOT APPLY 
TO THIS SECTION 
Centipede 
Crystal Castles 
Dig Dug 
Frostbite 
H.E.R.O. 

Mario Brothers 
Millipede 
Moon Patrol 
Pac-Man 
Pengo 
Pitfall II 
Pole Position 
Space Shuttle 

£29.95 


PARKER 
BUY ONE AND 
GET ANY** FREE 
CARTRIDGE 
FROM £27.95 
SECTION ON LEFT 
Death Star Battle 
Popeye 
Super Cobra 
Tutankham 
0*Bert 


SILICA SHOP LIMITED, Dept BIGK 0584,1-4 The Mews, Hatherley Road, 
Sidcup, Kent, DAM 4DX Telephone: 01-309 1111 or 01-301 1111 


ORDER FORM: 

□ Please send me a copy of your VCS catalogue 

□ I already own an Atari VCS console 

□ I am considering purchasing an Atari VCS console 

ADDRESS : 

Mr/Mrs/Miss: 

Address; . 


Postcode: 


To: SILICA SHOP LTD., Dept BIGK 0584, 1-4 The Mews, Hatherley Road, 
Sidcup, Kent, DA14 4DX Tel; 01 309 1111 or 01 301 1111 

□ Please send me the following goods: 


QTY 

TITLE 

£ 
















□ 

□ 


I enclose a Cheque/P.0. payable to Silica Shop Ltd. 

CREDIT CARD - Please debit my Access/Barclaycard/ 
Visa/American Express/Diners Club Card 

Card Number: . 


Rev 3 





































































10 DIh Ay. (5) , B7. (5) , ex (4, 2 ) , jy. (9h 9) , 
uy. ( 8 , 2 ), w(3,8), yy. (8,8) 

20 GQSUB 2400:FOR 1=1 TO 2000:NEXT 
30 PR I NT •• I CLEAR, D0WN3:] 

YOUR PIECES ARE DENOTED BY Lr . 
40 PR I NT “ C RIGHT3 1 THE COMPUTER •’ S BY 


50 PRINT"LDOWNrro CONVERT A PIECE TO 
YOUR SYMBOL YOU 

60 PR INT"C RIGHT3 3 MUST TRAP IT-HORIZON 
TALLY, VERTICALLY"; 

70 PRINT" OR DIAGONALLY - BETWEEN TWO 

80 pP<INT"CD0WN3M0VES ARE ENTERED AS R 
OW, COLUMN - £.8. 

90 PRINT"CRIGHT33F 5, C 8 ETC..TO DEL 
ETE THE FIRST 

100 PRINT"C RIGHT3 3CHARACTER, 

PRESS THE ^'DEL^* KEY. 

110 PRINT"I DOWN3THE WINNER IS THE ONE 
WITH THE LARGEST 

120 PRINT"r.RIGHT3 3RESULTANT NUMBER OF 
PIECES. 

130 PRINT" [;D0WN3 IF YOU CANNOT MOVE ~ 
TYPE 

140 PRINT"CD0WN3IF YOU CANNOT MOVE - 
TYPE ’0^. 


150 PRINT"I;;RIGHT3 3F0R playing LEVEL •- 
TYPE U..7. 

160 PRINT" [; DOWN 3 STRIKE ANY KEY TO ST A 
RT 

170 GET AT>: IF A$=""THEN 170 
180 GOSUB 2400 s PRINT"t DGWN3,RIGHr4 3 
AT WHAT LEVEL OF COMPLEXITY DO YOU 
CDOWN3 

190 PRINT SPC(9);"WISH TO PLAY (1,2, 
3) ?"; 

200 GET Y<l>: N=RND ( 1 ) : IF Y$< " 1 " OR Y$ > " 3 
"THEN 200 

210 C9=VAI.... (Y$ ) : PR I NT " T CLEAR 3 " ; 

220 Bi;="ABBCDEFGGL" 

230 W:T=" 

2 ^1- 0 X = C): Y=0; A0: B C): I - • 0 : J -- 0 : l -l(J : hi 1 - O 
: W=0 

250 K0=-^=0: K1 = 1: K2=2: K8=B 

260 X " A*" " : V$= " I HOME , DOWN, RI GH T 5 3 " 

270 DEF F N A (S) = I NT (S >!( RND ( 1 ) ) 4-1 

280 M3=0:C1=0:CC=-1:RESTORE 

290 FOR 1=1 TO 8:FOR J=1 TO 8 

:ZX(I,J)=2:READ W(I,J):TX(I,J)=0 
.-NEXT: NEXT 

300 ZX(4,4)=0:ZX(4,5)=1:ZX(5,4)=1 
:ZX(5,5)=0 
310 K=1 





























Play the board graphics have 

game been 

sweepwflfie to lose under RUN it translated into 
^miised world the carptt Please noti^" easy-to-under 
tbisttype in Commodore stand commands 


320 FGF^ 1=^-1 TG 1 : FGR TG 

330 IF l:==l<0 THEiN IF J^^KO THEN 3!30 
340 UX (l<, 1. ) :=== I : GX (IC, 2) n EME ^-I 
350 NEXT:NEXT 


360 DATA 
370 DATA 


1000,2.. 5 , 10,, 10, 10, 10^2.5, 1000 


, 001 . 


11 , .. . 1 . - 11 , . 001 , 


380 DATA 10, 

390 DATA 10, 

400 DATA 10, 

410 DATA 10, 

420 DATA 2.5,.001, . 1 1 , . 1 , . 1 , 


10 


11, 10 
11,. 00 J. , 


430 DAT A 1000,2.5, 10, 10, 10, 10, 2.. 5 , 1000 
440 FGR 1-3 TG 6:FGR J-3 TG 6 
:TX(I,J)-K1:NEXT:NEXT 
450 P—0:CT-1 
460 (3GBUB 910 
470 PRINT V$; 

480 IF FN A(2)-2 THEN 510 
490 PRINT"MY MOVE FIRST" 

500 M-2:8nTG 1610 

510 PRINT"YOU HAVE THE FIRST MOVE 
520 M-1 : PR I NT V‘b ; " i: DGWN22 J YGUR MOVE " ; 

W$ " E; up , RVS 1 I RVGEH“- , LEF T 1"; 

530 GET Alt: IF A$<"A"GR A^t>"H"THEN IF 
A $ <;:>" 0" A i\i D A <: ;>" l. " r h e n 5 3 ; 0 
540 PRINT A1>;" "; : FGR I-l TG 10 
: IF A1i-M I D$ (B$, 1, 1) I HEN A- I 
550 NEXT:IF A-9 THEN 600 
560 IF A-10 THEN PR I NT " CHGME 3 " ; NiA ; 

V$; "LEVEL";09:GGTG 520 
570 PR I N T " i; RVS;] i: RVGFF , LEF T 11 " ; : GET A$ 

: IF A$>"0"AND A$<"9"THEN PRINT A^t; 
:B==VAL(A$) : GGTG 600 
580 IF PEEK(515)-65 THEN 520 
590 G (!J T G 5 7 (j 

600 PR I NT " t HGME.] " ; m ; m ; m ; 

610 IF A09 THEN 650 
620 M3-1:M4-1:C-Q:D-P:S-0:M-0:G-0 
:PR INT V$ ^ "CHECK ING":6010 1670 


630 IF G-0 THEN M4-0:GGTG 1610 
640 PRINT VT.;"'3TGP CHEATING - YGU CAN 
MGVE":GGTG 520 
650 IF ZX(A,B)-2 THEN 680 
660 PRINT" t:HGME, DOWN:iTHAT SQUARE IS G 
CCUPIED,PLEASE TRY AGAIN"; 

670 GGTG 520 

680 C-Q: D-P: M3-0: M4-0:: X9-86 
690 H-KO:Hl-KO:T-0 
700 FGR E-Kl TQ K8 
710 M1 -UX (E, E. :l.) : N1 -UX (E!, !<:2) 

720 IF MOKO THEN TX (A-i-M 1, BtN 1 )-K1 

730 X-A:Y-B 

740 X-X H41:Y-Y + Nl 

750 IF X<K1 GR X >KB GR Y<K1 GR Y>K8 T 
HEN 850 

760 IF ZX(X,Y)-K2 THEN 850 
770 IF ZX(X,Y>-D THEN 740 
780 X-X-Ml:Y-Y~N1 
790 IF X-A AND Y-B THEN 850 
000 !~t^-H -H< 1 : H1 -H1 '-W ( X , Y) 

810 IF X-1 GR X-8 GR Y-1 GR Y-8 THEN 
T- 1 

820 IF M-KO THEN 780 
830 GGSUB 2370 
840 ZX(X,YGGTG 780 
850 NEXT 

860 IF M-0 THEN RETURN 
870 IF H>0 THEN ZX(A,B)-C:X-A:Y-B 
:GGSUB 2370:GGTG 1120 
880 PRINT V$; "IIUPTTHAT MOVE DOES NGT 
CAPTURE ANY"; 

890 PRINT" GF MY PIECES 
900 GGTG 520 

910 PRINT Vi|}; " [;DGWN2:] 12 3 4 

5 6 7 8" 

920 PRINT"I::RIGHT4:J"; " "; 

930 FGR E-1 TG 7:PRInT" 

940 PRINT" ^ J" 

950 FGR I-l"fG 8 
960 PRINT" ";MID$(B$, I, 1) ; 


; : NEXT 


















9 70 FOR Ttj a 

930 L.h--=Z/; ( I , J) +K1 
990 PRINT" III " ; MID* (X$, IJ, 1 ) ; 

1000 NEXT 

1010 PT< I N T " III " ; MI D$ (B$ , 1, 1) 

1020 PR I N T' " L R16H141 " ; : IF I T >8 THEN F='R 
INT"“1" ; 

1030 Y$==" “I" 

1040 11- I -y THlii:iM PR I NT " !«'’ ; : ^ ^ " 

1.050 FOJR E-1 TO 7 
1060 PRINT Y$; 

1070 NEXT 

1080 IF 108 THEN „ J"" 

:GGTG 1100 
1090 PRINT" Jh" 

1100 NEXT 

1 1 10 PR I N T' " [: RI Gl TT'5:! 1 2 3 4 5 

6 7 8":RETURN 

1120 ci=^h::i +i<i 

1130 IF Cl =^60 THEN 2060 
1140 W9^==^W(AnB) 

1 ]. 5 C) I !•"■ W 9 > 2 A N D W 9 • 1999 AI' ! D IT 2 '1 1! IT N 
1 490 

1160 IF C9<3 THEN 1470 

1170 IF W9>999 THEN C(:T=^CCH'1 :: C/l (CC, 1 )-A 
: CO (CC , 2) ^=B 

1180 IF CC-;0 THEN 1470 

1190 FOR vT^^^O TO CC 

1 200 A:-C7 (4,1):: B-=C/: (4,2);: W-75 

1210 IF A^=l AND B-H. THEN W(2,2)^^TT 

1220 IF A-1 AND B-8 THEN N(2,7)-^W 

1230 IF A-8 AND B-1 THEN N(7,2)-W 

1240 IF A^=41 AND THEN W(7,7)-W 

1 2 5 0 W .. XI0 01 s IF- Z 7 (A, B ) X) T IT E. IT W = 1X• 0 

1260 IF B-i-l>8 THEN 1370 

1270 PGR P=B TG 6 

1280 IF Z7(A,I)<>C THEN 1310 

1290 W (A, H Kl ) 

1300 NEXT I 

1310 IF A-1-1 >8 THEN 1420 
1320 FOR I==^^A TG 6 
1 :330 IF Z7 ( I , B) < x:: n IEIT 146X) 

1340 N ( I-i-l , B) 

1350 NEXT I 

1360 GGFG 1460 

13. '7 0 F G IT I B r G :3 Si T' E P - 1 

J. 380 1 !-■ Z7 (A, I ) <; >C "ITIEN 1:310 

1390 W(A,I-1)-W 

1400 NEXT' I 

1410 GGTG 1310 

1420 FGR IT^^^A TG 3 STEF'--1 

1430 IF Z7(I,B)< >C VHEN 1460 

1440 W ( I-l B) 

1450 NEXT I 
1460 NEXT 4 

1470 IF IT02 THEN 1610 
1480 GGTG 520 

1 4 Q 0 W.. 5 s IT J. F;: X): N 1 - \< 0 n :i; I'- A =- F1 J l- i 131 IT :1. 

"“T< 1 

15X)0 IF A^=4<8 THEN IT 1^-1 
1510 IF B-Kl THEN Nl-H. 


1520 IF 
1530 IF 
1540 IF 
1550 IF 
158( 
1560 IF 

s W ( I B) 
0 IF 


B-l<8 THEN N1--1 

A ^-13 8 T'HEN 1T1==^=^.1 

F11"“X) AND N1""X) THbTT 
A^:2 GR A-^7 GR B^==2 GR 


520 

B-'7 THEN 


!\11 == 


1 


0 AND C9-3 THEN P^^-A HTl 

W: W ( I B-I-1 ) : N ( I - B.1 ) -N 

I T 1 X) A IT D C 9 X;* r 1-1E IT I"" B • t- N1 

: N (A, I ) : W (A 1,1) :; W (A.1 , I ) 

15FiO W-".. X>01 :: W (2,2) -"W:: W ( 7 , 7 ) -"-W:: N (2,7 ) -IT 
: W (7,2) :: „ X) 1 :; IT J. =- - 0 1 1 

nIF C9<2 THEN 520 
1590 IF NIOO THEN 2250 
1600 IF NIOO THEN 2310 
1610 IF C9<3 THEN 1660 

1620 W .. X)005:: i: F' Z 7 (K 2, F 2 ) :1 A IT D Z 7 ( 1 , 

1 ) ==^=2 "H IEIT W (3, 1 ) : IT (2, 1 ) =^4T 

: W ( 1,2) s IT ( 1 , :3) 

1Z)O 1 1 - Z 7 ('7,2) ^^^ l a N D Z 7 (8 , 

1 ) - 2 rHEN IT ( '7 , 1 ) OJ (6, 1 ) 

: IT (B , 2) W: IT (hi, 3) =^^^IT 
1640 IF Z7(7,7)-l AND Z7(8, 

8) =-2 TI-E;:N UI ( 7 , a) -U:: it (Z), a ) -N 

:: W(8,6)^=^:^N::tT(B, 7)=n::lT 
1 650 I F- Z7 ( 2, 7 ) === 1 AND Z7 ( 1 , 

8 ) ^^-2 T'FIEN W (2,8) s N (3,8) -W 
:: N ( 1,6) ^^XT: W ( 1 , 7) =^XT 
1Z) Z) 0 X 9 === 1X) 2: IT 0 n B X»:: C F' ^ D Q :: F) 0 
H-T4INT 9$;; 'TTY 1TG9E 
16 70 FOR I-FI T G 138 
1680 FUR 4-FI ID 138 
1690 11- "I ■ 7 ( ]; , 4 ) <: > F 1 !F^ E IT 1 FI 3 0 

1 '7 X) X) IF' z 7 ( I , J) <: > f:; 2 T FI e; n 18 x:: X) 

1710 A-OB-4 
1720 GGSUB 690 

1 730 IF T'-1 AND IT ( I , 4 ) X 999 T IT FIT N ( I , 

4 ) -5X)0 

1740 HI-FI ON (1,4) 

1750 H-HtW(I,4) 

1 760 IF HI >1-1 TFIEN FI-FIl 

jZZO IF FI3G THEN 1830 

1780 IF H-G TI-iEN 1810 

1790 A7 (F 1 ) - I:: B7 (131 ) -4 ;: F:X=T-:: J : G-1! 

1800 GGFG 1830 
1810 IF G-130 THEN 1830 
182X) F:X^HX"H3 O A7 (F) -1 : B7 (F') -4 
1830 NEXT:: NEX T' 

1840 IF 1T4-1 THEN 630 
1850 N2==-I30 

1860 IF G>F0 TFIEN 1910 
1070 IT2-1 

1880 PRINT 9$:; "I CANNGT GG" 

1890 IF 1T3-1 THEN 2060 
1900 GGTG 520 
1910 1-FN A(F) 

1 920 A-^A7 ( I ) : B-B7 ( I ) 3 8-F 1 3 GGBF.)B 690 
1930 IF C932 THEN 2040 
1940 IF tT(A,B)32 GR W(A, 

B)>90 GR H17-I0 THEN 2040 
1950 IF A-1 OR A-8 FHEIT 1980 
J. 9 6 X) 11- Z 7 (A -I-1 , B ) Q 0 R Z 7 (A - ■ I , 

B) -Q TFIEN 20X)0 
1970 GGTG 2040 

198X) 1F Z7 (A, B-i-1 ) -G OR Z7 (A, 

B-l)-Q THEN 2000 
1990 GGIG 2040 

20X)X) IF W (A, B) -2.5 I'FTHT N (A, B) „ OX) 1 
: GGTG 2X)20 
2010 W(A,B)-.. 02 
2020 IF F-1 THEN 1660 
2X)30 A7 ( 1 ) =^^^A7 (13) 3 B7 ( I ) -B7 (13 ) 3 F-IX - ;l. 

3GGTG 1910 

2040 PR I IT r " IB " ; IT I D$ (BT), A, I ) ; B 
2050 IT-21 GGTG 690 


Continued on page 54 
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Available at: 


3-Dlmensional arcade strategy 
on the 48K Spectrum—£6.95 

Compatible with Kempston, Protek/AGF, 
and Interface 2 joystick types. 


Also from 
MICROMEGA; 


DEATHCHASE 
LUNA CRABS 
HAUNTED HEDGES 
STARCLASH 
All £6.95 
for the 
16K or 48K 
Spectrum 


Trade Enquiries: 

Microdealer 
0727 34351 

Websters 
0483 62222 

Tiger 

051 420 8888 

Pinnacle 
0689 73141 
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STEVE KEATON, who^s been 
playing the darn things with an 
ohsessiveness that borders on the 
insane — ever since he was a little 
bitty hack ~ girds up his loins, 
dons his trusty sword Cashurna 
(geddit ?) arid introduces us to this 
wide dhdwonderful world . . . 


e; 

i it or 

f^ques- 

\e 

t the 
pah ^t 
inder 
wih be 


.^KEEDY gulch 

(t^nipps Associates) 
Yup. A neat Western mys¬ 
tery set in an old deserted 
mining town. Can you and 
your pardners discover that 
durn lost goldmine before 
varmint plugs 
you full o buckshot? 


THE DREADED mind- 
bender can take many 
forms: It could be an uncros- 
sable chasm or an indefatig¬ 
able Dragon; an unpassable 
giant or even an irate Black 
Pudding. It could be any one 
of many diabolical develop¬ 
ments that forces you to 
grasp your hair and groan in 
despair. Perhaps you’re 
incarcerated in some 
ghastly Goblin’s dungeon 
and can’t get out? If so then 
join the club. The Adven¬ 
turer’s Club. The cult of the 


COMPUTER 


confused and slightly 
insane. 

Its members are easily 
identified. They’ve withered 
from late night explotation, 
and have a disconcerting 
habit of breaking off conver¬ 
sations and declaring some¬ 
thing inane like: ‘The 
cheese! I can divert its atten¬ 
tion with the cheese!” for no 
apparent reason. They’re a 
curious band. And rather 
disturbingly . . . they’re 
growing! 

The adventure is fast 
becoming an essential 
ingredient in the microga¬ 
mester’s diet. More substan¬ 
tial than the average arcade 
test, it’ll tax and infuriate 
you, challenging your imag¬ 
ination like few things have 
ever done before. And, as 
you might imagine, it could 
well drive you nuts. 

Needing several weeks to 
digest, a full-blown adven¬ 
ture will transport a player 
to an alternate reality where 
only lateral thought and a 
trusty blade will guarantee 
survival. It’s a whole differ¬ 
ent ball game from Invader 
slaying. 

Convention would almost 
certainly set an adventure 

(Mission software) 

comrades? ® 
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in some sub Gary Gygax 
Dungeons and Dragons sce¬ 
nario, peopled with ores and 
other ’errors; however, a 
great variety of locale is 
available. There’s nothing 
to stop you loading up an 
adventure in the Wild West, 
or on a hostile alien world or 
even one within the confines 
of Number Ten. The choice 
is both bizarre and huge. 
Newcomers to the club are 
quite likely to feel swamped 
by choice. 

One’s first adventure is 
always a memorable expe¬ 
rience. The thrill of the quest 


Quicksilva). It’s a 
cally styled text adventure 
that pits you against Zom¬ 
bies, Ores, Goblins and 
sundry in a chilling search 
for the Black Wizard Velnor. 

It seems the old goat has 
taken refuge within the 
Goblin Labyrinth of Mount 
Elk and is about to realise 
his one great ambition, to 
become a true demon on 
Earth. Naturally this 
causes much consternation 
amongst decent thinking 
folks. Only you can thwart 


of’em. 

emulate my own physica’ 
prowess and stature I 
played the game as the 
latter. The adventure is 
wonderfully scripted and 
delightfully friendly, which 
makes it an ideal initiation 
for the newcomer. And while 
not being exceptionally dif¬ 
ficult it does possess a 
number of those infuriating 
mindbenders. The toughest 
of which is without doubt 
the crocodile infested river. 


THE LAST FRO. 


setting the scene for your 
subsequent mental collapse. 
It’s most important not to 
get lumbered with a duffer 
on your first outing, it could 
scar you for life. A personal 
favourite of mine is VEL- 
NOR’S LAIR (which runs 
on a 48K Spectrum from 


his plan and save mankind! 
It’s a marvellous Sword and 
Sorcery romp with a wry 
sense of humour. 

The game allows you the 
choice of a character. You 
can play a priest or a wizard 
— both of which have spells 
at their command — or a 
3rawny barbarian, who, 
^hile being shortchanged 
jin the smarts department, 
tan slug it out with the best 


It’s giving nothing away to 
say that the log-like fiends,/ 
have got to be fed in order for 
you to pass. But with what? I 
spent bloody ages puzzling 
over it. 

Having found both apples^ 
and flour I concluded that 
the only solution was to 
bake the ravenous reptiles 
an apple pie! Needless to say 
this was way off beam. Thei 
culinary bent was of a fa 

Continued on page 54 
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SPECTRUM 

in 48K 


by Steve 

CtadtlocK 
^TlZ^ping it ini 'V® 


This superb adventure has a randomised 
structure that g ives you a d ifferent game each 
time you play. It also means you can collect 
almost as many items as you can find, in an 
infinite number of rooms. Needless to say, 
some may be of more use than others. 

The game includes a replay option, instruc¬ 
tions, on-screen score and hi-score, plus a 
graphic visual of your current location. The 
vocabulary is reasonably comprehensive for 
the size of the program and a variety of 
responses are catered for. So investigate 
while you explore — and if you get desperate, 
try typing HELP. 

100 DRTO 7^192/32/S,199,/ 
36 

101 DRTR 4.,64-/65/132/168,37.80, 
20 

182 DRTR 5,64-/ 146,18/16 / 16 / 80,2 

^183 DRTR 4/64/169/169/19/144/80 

''l84 DRTR 4./64,40/37/36/72_£^80/20 
18S DRTR 7 / 192/164,69/36/ 2/112 

'iSB DRTR 2/128/228/71/40/40/144 
, 18 

187 DRTR 31/240,244/79/40/40/24 
0/30 

139 REM set up arrays etc 
190 DIM i!>(30^: POKE 23609,40. 
LET hiSCOs:©: DEF FN 2 l(2)=INT (RN 
D*Z) +1 

199 REM introduction 

200 BORDER 1: PRPER 1: CLS . IN 

K 5: PRINT INK 7; •* UELCOHE T 

0 RLIEN CITY"; PRUSE 50 

210 PRINT '"INSTRUCTIONS": PflUS 
E 50: PRINT "Uc're lost in a ser 

i£S of roons and aust find a ^tay 
to escape. Cive ae instruction 
s and I'll douy best to heiP/ bu 
t be as brief" 

220 PRINT "as possible (Riostly, 
one or two word orders). I foun 
d some itemslyiny around 
want to collect.some 

re valuable" 

230 PRINT "than others, 
found that going bacK the way I 

came won't noraally return loe t 

0 the roott lexpccted.It's an end 
less warren." 

24.0 PRUSE 150; PRINT "SCORING": 
PAUSE 50; PRINT "Notice hOWthe 
score changes as you inve5ti3at 

C.HIC'CORE if. total’’ 


roDOJ. There'S" 

430 PRINT d$<f(a)): LET g=0 + H-d 
( 1 ) 

440 PRINT "Exits are"; LET C=10 
; FOR y=l TO 7; IP dfy)-0 THEN G 
O TO 460 

445 PRINT RT 13/C;b5(y) 

450 LET C =C+5* (y =1) +4» (y =2) 4-6^r ( 
y>2 RND y <6) +7* (y .^5) : IF C>10 TH 
EN PRINT RT 13/e-2;"/": LET C=C- 

g 

460 NEXT y: PRINT "LOOKing arou 
nd me I can see" 

470 LET 1=15; IF b(l)=0 RND bf2 
)=0 THEN PRINT RT t/O;" nothi 

ng e ise 

475 FOR X=1 TO 2; IF b(X)=0 THE 
N GO TO 510 

4S0 LET b=0: LET y=bf.X): GO SUB 
6S0 

4S5 IF b THEN PRINT RT 1/2; "ano 
thsr ";c$(y): GO TO 505 
490 IF y=l0 OR y=20 THEN PRINT 
RT 1/4;"an ";c$fy); GO TO 505 
500 PRINT RT 1/4;"a ";c$(y) 

505 LET l=t+l; PRINT TRB 22;" " 

510 NEXT X: GO TO 530 
520 PRINT "Uhat's next then, "; 
P $; "7" 

530 PRINT RT 13/0;"Uhat Shall I 
do now/ beep .03,20 

LET f=f+l 

539 REM input routine 

540 INPUT LINE i$; LET b=0; LET 
n =o 

550 FOR 1=19 TO 21: PRINT RT I, 
0;TRB 31;" "; NEXT I 

560 PRINT INK 2;RT 19,0; ".^ ";i$ 

5T0 IF i$(a TO 3.^=" " THEN GO 

TO 600 

575 IF f <3.) THEM LET f(3)=ft3) + 
1; IF f (3.) .>3 THEN GO TO 2423 
580 FOR X=1 TO 23: IF i$( TO 3) 
= V$(.X) THEN GO TO 9O0-»-.X^10O 
565 NEXT X: IF i$( TO 5)=“eddie 
" THEN GO TO 2560 
590 PRINT e$(FN Z (6.^ ; GO TO 52 

O 

600 IF i$(l)="i" THEN GO TO 130 

0 

510 FOR y=l TO 7; IF i$(l.^=b$fy 
,1) THEN LET n^r-.b^iy); GO TO 114 
O 

620 NEXT y: GO TO 12S0 

629 REM Object trap 

630 FOR e=d TO 20 

640 IF i$(e)=" " THEN LET n$=i$ 

Id TO e-1.'; GO TO 660 
650 NEXT e 

659 REM Object verification 
680 FOR y=i TO 21; IF n$=c$(y/ 
TO Ce-dJ) THEN GO TO 670 
665 NEXT y; LET n=l: RETURN 
670 IF X-1 THEN LET b^l: RETURN 


679 REM object held? 
600 »-Oh c=i TO 24: IF 


IF hlO.>;=y TH 

EN LET b*l; RETURN 
690 NEXT O; RETURN 
999 REM get 

1GO0 LET d=S; GO SUB 630; IF b T 
HEN GO TO 1020 

1010 IF y=22 THEN GO TO 1230 
1020 IF y<5 THEN PRINT "Don't be 
Silly!"; GO TO 520 
1030 IF f (4.\ OR b.’»20 THEN PRINT 
•'I'rn worn out-I reust rest a whil 
e"; PRUSE 40; GO TO 1050 
1040 GO TO 1060 

1050 LET C=0; .^DR 0=1 TO 27: PRI 
Nr RT 20,C1"Z": LET C=C+li PRUSE 
lO: NEXT O: PRINT .RT 20 , C ; 

’’ . PRUSE 100 

1060 FOR X=1 TO 3: IF b(X)=y THE 
N GO TO 1030 

1070 NEXT X: PRINT RT 20,0;"I do 
n't see a ";c$(y): GO TO 520 
1080 FOR 0=1 TO 24; IF h (O=0 TH 
EN LET hlO.»=y: PRINT RT 20/0; "I 
now have the ";c$(y); PRINT "Uha 
t do you UB.nt to do now?": GO TO 
3050 

1090 NEXT O: PRINT RT 20/0;"I Ca 
n't carry anything else": GO TO 
520 

1099 REM go 

1100 LET n$=i$(4 TO 8) 

1110 FOR y=l TO 7; IF n$=b$(y) T 
HEN GO TO 1140 
1120 NE.XT y: IF i$(4 TO 
" THEN PRINT "I'm going bSCK": 
RUSE 50: GO TO 1170 
1130 PRINT "GO Where? I 
that way*"; GO TO 520 
1140 IF d(y.» THEN GO TO 1155 
1150 PRINT "There is no exit 
3^ (y ; GO TO 520 
1155 IF W=12 RND y=1 THEN GO TO 
1630 

1160 PRINT "I'm going -jb^iy). L 
ET r=0: IF f(3) THEN LET cm=FN Z 
(30)+m 

1165 FOR X=1 TO 8: BEEP .03,-30; 

PRUSE 10: BEEP .03,-40: PRUSE 1 
0: NEXT X 

1170 LET D)=m+1: IP y=l THEN GO T 
O 1190 

1160 GO TO 300 

1190 IF W=12 THEN LET 2=13: GO T 


7’» =" ba C y. 

P 


250 PRINT' "score divided by lot 
at TiTOveS/ so build the score up a 
s quicKly as possible for euaxlifiurrt 
HISCORE-" 

260 PRUSE 200; PRINT INK 6; "I'm 
Eddie. Uho are you7" 

270 INPUT LINE P$- IF LEN P$>10 
THEN PRIF4T INK o; RT 21,0; "NO mO 
re than 10 letters please*'; GO T 
O 270 

275 IF P$="" THEM LET p$="Sunsh 

^280 PRINT INK 6;RT 21,0;"OK, "; 
P$;", let's go! "; PRUSE 5 

o 

289 REM initial values 

290 LET h=0; LET S C O =0 : LET in =0 
: LET W=0: LET r=0; LET f=0: LET 

S=1 

295 DIM h (24) ; LET crij=FM Z\’30) 

299 REM location set up 

300 LET Z =PN Z (12.1 : IF Z=1P RND 
5 CO <200 THEN GO TO 300 

310 IF 2 =W THEN LET r=l: GO TO 
400 

315 LET S =1-S if (Z < 12) 

320 DIM f i4-> : DIM d (7) ; DIM b V2 
) : LET w=Z: IF f >30 THEN LET f <4 
) =1 

330 IF rfi = crft THEN UET fr3)=l 
340 FOR y^l TO 3: LET d(FN Z:(5) 

-fl) =1 _ 

350 IP S THEN LET d(2)=0: LET d 

(3)=©; LET d (6) =1 _ 

36.0 NEXT y; IF W>li THEN LET dt 
li =1 

365 IF d CH) OR d (3) THEN LET f ( 

I"* , 

370 LET f (2) =04 12-S (“ =12) 4■.W = 

13) +10-4 ( f (1> -f t3> > +154 f 13) ; LET 
f (2) = f (2) -W 4 i f (2) > 15) : IF f (2) 
HEN GO TO 390 
380 LET f (2) =:FN 2 (11) 

390 LET bd) =FN Z(1S): IF b(l)< 
5 THEN LET b(l)=0 
400 GO SUB 4000; PRPER 7: INK 0 
410 IF r THEN PRINT RT 11,0;"St 
ill in the ";a$fw);” room, with" 
GO TO 430 
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Q 315 

IIQB GO TO 3800 

1199 REM lOOK 

1200 LET d=6; IF i $ C6 TO 7.'="af’ 
THEN LET d»9; GO SUB 630; GO TO 
1220 

1210 GO TO 1280 

1220 IF b THEN GO TO Igg© 

1230 IF n THEN GO TO 1280 
124.0 GO TO 1290 

1250 PRINT "I ai6 examining the o 
bject and'* 

1260 IF y>4. RND y<ll THEN GO TO 
2160+y *10 

1270 PRINT "it is definitely a " 
;c$ (y3 : GO TO S30 

1280 PRINT "Do What? Please be s 
pecific."; GO TO 520 
1290 PRINT"! can't find that- X 
don't thinUl picKed that up.Uha 
t now?": GO TO 530 

1299 REM inventory 

1300 BORDER 4-: PRPER 4: CLS ; IN 
K 0 

1305 IF h>lS THEN PRINT '"I am W 
eighed down with."; GO TO 1320 
1310 PRINT '" I have With me:"' 
' " nothing at alt" 

1320 LET 1=3; LET C=0; LET p^30: 
FOR 0=1 TO 24 

1330 IF h(O.>=0 THEN GO TO 1370 
1340 IF h(O)=10 THEN PRINT RT L, 


ue pass 


PRINT 
; PRINT 


c;"an **;c$(h(o)." GO TO 1360 
1350 PRINT RT l/C;“a "iCjthlO)) 


1360 BEEP .02,p; LET p=p-l 
1370 IF C=0 THEN LET 0=0+1; LET 
C=16: GO TO 1333 

•TI RX csB: LET 1=1+1; NEXT O 

HEN GO TO 1430 

1410 IF n THEN GO TO 1230 

1420 GO TO 1290 

1430 FOR C=e+3 TO 27; IF i$(C TO 
C+2)="bag" THEN GO TO 1450 
1440 NEXT C: PRINT "PUt it in Wb 
at, ••;?$;"?"; GO TO 530 
1450 PRINT "Uith pleasure, 

‘ ; LET h=h-l; GO TO 520 

1499 REM drop 

1500 IF i$(4)="p'' THEN LET d =6; 
GO SUB 630; IF b THEN GO TO 1530 
1510 IP n THEN GO TO 1230 

1520 GO TO 1290 

1530 LET t=0; FOR X=1 TO 20 

1540 BEEP .005,t: LET t=t-l: NEX 

1550 IF y=0 OR y =9 THEN LET h IO 

1^60 FOR .X^l TO 2; IF brx.»=0 THE 
N LET b(.x)=h(0); PRINT "OK, ; P $ 
Uhat's next?"; GO TO 3070 
1570 NEXT X; GO TO 157Q+FN 2(2.t* 
10 

1580 PRINT "Oh dear, it's goned 
hDle, out Of reachJ 

, __ , GO TO 3070 

1590 PRINT "It'S disappeared! Rn 
invisible gremlin has stolen x 
t! Uhat now?"; GO TO 307© 

1599 REM describe 

1600 IF i$(4 TO 5)="cr" THEN LET 
d=10: GO SUB 630: IF b THEN GO 

TO 1250 

1610 IF n THEN GO TO 1260 
1620 GO TO 1290 . . 

1630 PRINT "The Way is barred by 
the guard."; LET y=6; GO SUB 63 
0: IF b THEN GO TO 1650 


1640 PRINT "He won't let 
. Uhat now?": GO TO 530 
1650 PRUSE ICO; PRINT RT £0-0;"T 
he que.''d tsKes my ticKet and l 
ets me pass." 

1660 LET h(0)=0: LET SCO=SCO-y*2 
; LET h=h-l; LET y=l; GO SUB 414 
0; GO TO 1165 

1699 REM dr inf. 

1700 IF i$(4 TO 5)="nR" THEN LET 
y=ll; GO SUB 680: IF b THEN GO 

TO 1720 

1710 PRINT "I'm not carrying any 
thing": GO TO 520 
1720 LET f=0: LET fl4.^=0 
"MmMl I feel better now! 

"Ready to move on?" 

1730 GO TO 3080 

1799 REM examine 

1800 IF i$(4 TO 7)="mine 
ET d=9: GO SUB 630; IF b THEN GO 

TO 1250 

1810 IF n THEN GO TO 1280 
1820 GO TO 1290 

1899 REM enter 

1900 IF i$(4 TO 5.1 ="er" RND W*13 
THEN GO TO 3300 

1910 IF i$(7 TO 10J="exit" RND W 
=12 THEM LET y=1. GO TO 1170 
1920 PRINT i$( TO 5J;" What? I d 
on't see any thing-GO TO 52© 

1999 REM help 

2000 BORDER 5: PHPER 5: INK 1: 

LS 

2010 LET 1=0: LET C=2; FOR y=l T 
O 6; PRINT INK 6;RT l,c;"HELP"; 
LET C=C+5; NEXT y 

2020 PRINT '"Here are some of th 
e words I canundcrstand, ";p$;": 


THEN L 


C 


THtf 2 l;'jopen - 
035 PRTNT '"east !e.>";TRB 15; "e 
ffTRB 2i;"hGlp"; PRINT '"UP (U 
";tRB a5;"run";TRB 21;"drinK": 

•'T-QR ■i«=c*‘’«r»uont 



J , J HB 16; run ; i wb e;i, a i j ^ 
PRINT '"down (dl";TRB 15 ;"invent 

2040 PRINT '"---and plenty more 

£ 050 *^ IF S CO <50 RND m >5 THEN PRIN 
T '"Remember! R map won't help h 
ere!": GOTO2095 

2060 IF SCO <200 THEN PRINT -'Kee 
collecting items of value! G 
vj TO 20^5 . 

2070 LET y=6; GO SUB 680. IP b T 
HEN GO TO 2090 ^ 

2080 PRINT "There s 5.till somct 
hing to find!"; GO 1 O Ci095 
2090 PRINT '"Keep on looking, to 
u're close!" 

2095 PRINT ' INK 1;" Press any 
key to continue...": PRUSE 0; LE 
T r=l; GO TO 400 

2099 REM open i = 

2100 IF i$(4)= n THEM LET d=6: 

GO SUB 630. IF b THEN GO TO 2100 
2110 IF i$(d TO 11 .' ="se£ ame" THE 
N GO TO £650 _ ^ 

2115 IF n THEN GO TO 1280 
2120 GO TO 1290 .. 

2130 IF y=4 OR y=ll THEN PRINT 
The " ; c $ (V , TO (e -d" is now o 
pen": GO to 520 

£140 IF y =8 OR y =9 the:n go TO ei 
60 ’ _ 
2150 PRINT "I can't do that.'"; G 

£160 PRINT "The ";c$(y, TO (e-d.i 
);"is open-"'"I have a pile of j 
uhK. Uhat now?": GO TO 3080 

2199 REM run ^ . -ruicTKi 

2200 FOR X=1 TO 7: IF d(X) THEN 
LET y=X; GO TO 1160 

2205 NEXT X 
£209 REM examine 

2210 PRINT "There'S a lot of roo 
m inside"; GO TO 530 . ^ 

£220 PRINT "It's a teleport tick 
et to Earth!"; GO *I O 530 
2230 PRINT "He says 'LERUE ME RL 
ONE!": GO TO 530 

2240 PRINT "Top Of the Pops iS O 
nl Great!"; GO TO 530 


2660 
2670 
FN Z 
2630 
2690 
t no 

2699 

2700 
d =7 

2710 
275 
2720 
2730 
2740 
2750 
) ; *' i 
0 

2799 

2800 
2810 
; RT 

w i t 
2320 
2830 
m =FN 
2840 
























































PRINT 


TRB lO; "reCOver . u 
aS4.B PRU5E lOO; PRINT " ...and 

you have been robbed!" _ 

2B50 PRU5E 1O0: LET r=l-. LET f (3 
) kQ 

aS60 LET f (2) =0 + 14.*r «1) fW » (^40T f 
(1) ) : Ga TO 400 
2099 REfi attacK 
2900 LET d=6: GO TO 2710 

2999 REM read 

3000 IF i*(4)«"d" THEN LET d=6: 
GO '5UB 630 •. IF b THEN GO TO 3020 
3010 GO TO 1280 

3020 IF y<>13 THEN GO TO 1250 
3030 PRINT "It'S a travel catalo 
gue.It seemsthere is a teleporte 
r nearby}"; GO TO 530 

3049 REM score updates 

3050 LET h=h-i-l: LET b(X)=sO: IF y 
<16 THEN LET sco=sco+y^e2 

3060 GO SUB 4140; GO TO 470 
3070 LET h(o)=y: LET hto)=©; LET 
h=.h-l: GO TO 3090 
3080 LET h to) s=y+9 

3090 IP y<16 THEN LET sco«sco-y^t 
2 

3095 GO SUB 4140; GO TO 470 

3099 REM give 

3100 LET d=6; GO SUB 630: IP b T 
HEN GO TO 3130 

3110 IF n THEN GO TO 1280 
3120 GO TO 1290 

3130 IF i$((e4-4) TO (e 4-8) ) =c$ t < 1 
+ I*(ft3)>l)).. TO 5) THEN GO TO 3 
150 

3140 GO TO 12S0 

3150 IF y=6 RND w=12 THEN GO TO 
1650 

3160 PRINT "You give him the ";c 
$ (y) ; GO TO 3070 

3199 REM wear 

3200 IF i$(4)="r" THEN LET d=B: 
GO SUB 630: IF b THEN GO TO 3230 
3210 IF n THEN GO TO 1280 

3220 GO TO 1290 

3230 IF y=B OR y-9 OR y-14 THEN 
GO TO 3260 

3240 PRINT "Don't be silty!": GO 
TO 520 

3250 PRINT "OK. Uhat shall we do 
now?": LET h=h-l: GO TO 530 
3S00 FOR 1=10 TO 21: PRINT PRPER 
2;flT 1., 0;TRS 31;" ": NEXT I 

3610 PRPER 2: INK 6: PRINT FLRSH 
l;RT 13,6;" UE'RE GOING HOME! " 

: PRINT 
3820 LET t= 


b i S CO =S CO 
3650 PRUSE 50; 
e r 90 , Pi>; "? 


PRINT 


' V ^ ' t y ) " 

3660 IF INKEY$="" THEN GO TO 366 
0 

3870 IF INKEY$ = "y THEN GO TO 39 
00 

3880 IF INKEY^="n" THEN NEW 
3390 GO TO 3860 

3900 PRINT " Same player? 

ty xn) " 

3903 IF INKEY$<>"" THEN GO TO 39 


3910 IF INKEY$=* 


THEN GO TO 391 


3920 IF INKEY$="y" THEN GO TO 29 
0 

3930 IF INKEY$="n" THEN GO TO 39 
50 

3940 GO TO 3910 

3950 PRINT " Do you want ins true 
tions ?(y/n)" 

3955 IF INKEY*<>"" THEN GO TO 39 
55 

3960 IF INKEY*="" THEN GO TO 396 

3970 IF INKEY$="y" THEN GO TO 20 
0 

3980 IF INKEyt="n" THEN GO TO 26 
O 

3990 GO TO 3960 
3995 STOP 

3999 REM screen set-up - 

4000 BRIGHT 1: BORDER 7: PRPER 7 
: CL5 

4010 FOR 1=0 TO 9; PRINT PRPER P 
fw);RT 1,0;" .. 

PRPER 2;" : NEXT 

4015 PRINT PRPER 2; INK 5;RT 1,2 
6;"HI5CO";RT 3,26;"SCORE";HT 5,2 
6;"MOUES”;RT 7,26;"PRNIC" 

4020 INK 2 (W); PLOT 63,156; DRRW 
73,0; DRRU 0,-40; DRRU -73,0: D 
RRU 0,40; DRRU -55,18 
4030 PLOT 136,156; DRRU 55,19; P 
LOT 63,116; DRRW -55,-19: PLOT 1 
36,116; DRRU 55,-19: GO TO 4030+ 
FN z(2)*7 

4040 PLOT 34,97: DRRU 39,10; PLO 
T 60,97: DRRU 23,10; PLOT 86,97: 

DRRU 8,18; PLOT 112,97: DRRU -6 
,18: PLOT 139,97: DRRU -24,18; P 
LOT 165,97: DRRU -39,18 
4045 FOR y=l TO 7; IF diyj THEN 
GO TO 4O50+y»10 
4050 GO TO 4120 

4060 PRINT PRPER ptW); INK i (W ) 
RT 3,10:"EXIT"; GO TO 4120 
4080 PRINT PRPER plw); INK i twi ; 
RT 3,9;"STHIR3"; GO TO 4115 
4090 PLOT 23,102: DRRU 0,47: ORR 
U 25,-4: DRRU 0,-34: DRRW -25,0: 
GO TO 4120 

4100 PLOT 176,102; DRAW 0,47; DR 
RU -25,-4: DRRU 0,-34; DRRU 25,0 
: GO TO 4120 

4110 IF f(1) THEN PLOT 67,120: D 
RRU 0,15: DRRU 16,0: DRRU 0,-15: 
GO TO 4120 

4115 PLOT 79,116: DRRU 0,26; DRR 
U 33,0: DRRU 0,-26: PLOT 60,120: 
DRRU 32,0 

4120 NEXT y: REN graphic 'RB','C 
D' , 'EF' , 'GH' fO I low: 

4130 IF f(3) THEN PRINT PRPER p( 
w); INK 2; RT ^15; "^"'PT 5.15;" 

'RT 6, 15; "7?^^" 'RT^, 15; "Jf »" 
4140 PRINT PRPER 2; INK 6;RT 2,2 
7;hisco;nT 4,27;sco;RT 6,k7;in.;flT 
8,26;"OUER" 

4145 IF f (3) THEN PRINT PRPER 2; 
INK 6; FLRSH 1,RT 8,26;"NOU«!": 
FLRSH O 
4150 RETURN 

9059 REM enter'GO TO 9060'to 
au to-sa 
9080 

pr 1 Ok . 


HEN r-o TO 2330 

2010 IF n THEN GO TO 1280 

2320 GO TO 1290 

2330 IF y=7 DR y=10 THEN PRINT " 
The ";c$(y, TO te-d));" is not v 
ery tasty."; print "It would be 
better cooKed. Next?"; GO TO 303 
0 

234-0 IF y=12 THEN GO TO 1720 
2350 PRINT "Don't be silly*"; 

TO 520 

2399 REN ba C K 

2400 GO TO 1170 
24-10 PRINT "I don ■ 
pons": GO TO 520 
£4-20 IF f (3) THEN LET y =2: GO TO 

24-40 

2430 LET y*l: LET f(3)=5 

2440 IF f(3) >4 THEN LET X=2: GO 

rO 2460 

2450 LET x=0 

2460 FOR 1=0 TO 21: PRINT PRPER 
X;flT 1,0; TRB 31;" PRUSE 10: N 

EXT I 

2470 BORDER X: PRPER X: C-LS : IN 
K 7: IF f(3)<5 THEN GO TO 2810 
2460 PRINT RT 12,10;"The ";c$(y) 
:RT 13,a;"striKes bacx and Kill3 
you! " 

45“ 


• THEN LET d=9: 
OR y <3 THEN GO 


2490 GO TO 3830 

2499 REM t a I R 

2500 IF i $ (4) ="K 
GO SUB 630: IF b 
TO 2530 

2510 IF is 19 TO 13>="eddie” THEN 
60 TO 2560 

2515 IF n THEN GO TO 1280 
2520 GO TO 1290 

2530 IF y=l OR y=7 OR y =10 THEN 
PRINT "I don't thinK he understa 
nds me.": go to 520 

2540 IF y=2 THEN LET ft3)r^/(3)+l 
: PRINT "He looKs pretty threat© 
ninq ! " : GO TO 520 

2550 PRINT "You'Ll have me talKi 
nq to trees next! Be serious, no 
m:-: GO TO 530 

2560 BEEP .01,30: BEEP .01,30: P 
RINT "Huh? What? Sorry, ";pS;"," 
2570 PRINT "I wasn't listening. 
Uha t ' s up?" 

2580 GO TO 530 
2599 REM quit 

“600 IF i S (4 TO 5)="t " THEN GO 

TO 2620 

2610 GO TO 1280 
2620 FOR 1=10 TO 21 
2jflT 1,0; TRB 31;" 

2630 PRPER 2: INK 6 
,8; "Rep lay option:" 

2640 GO TO 3B30+2O* <s CO =0) 

2650 PRINT FLRSH 1; " OPEN 5ESRME 

I '• 

2660 FOR U = 1 TO 14 

2670 BORD&R FN 2(8)-!; BEEP .01, 
FN Z (30) 

2630 NEXT Y: FLASH 0; BORDER 7 
2690 PRINT RT 20,0; "Nice try, bu 
I nothing happened.": GO TO 520 

2699 REH fight 

2700 IF i * (4 
d=7 

8710 GO SUB 630; IF b THEN GO TO 
2750 

2720 IF n THEN GO TO 1260 
2730 IF y <3 THEN GO TO 2420 
2740 GO TO 1290 

2750 PRINT "X'w not ";lsl TO e-1 
);‘’ing this poor mite"; GO TO 52 
0 

2799 REM Kill 

2800 GO TO 2410 

2810 PRINT RT 12>10;"The ":cSty) 
iflT 13,2; "KnocKs you unconscious 
with a" 


PRINT PAPER 
: NEXT I 
PRINT RT 13 


TO 5)="ht" THEN LET 


2320 PRINT TRB 9; 

2330 DIM h (24) : 

KIsFN 2 (30) +m 
2840 PRUSE lOO: PRINT RT 16,-3; "I 

































riHIEW 


rui'-N 


X X==2+4 * Y : YY==X21, - 2* X 
PDKE ( (24--YY) !i<aO+3276a) +XX „ X9 
lYE 1UF:M 

A$=" LRIGH I 7:1 " 

PR XM X" i: t:L.EAR, down:::; i "; a$ ;" t rvs i 
XRIGHT J XRI(3HT:I XRIBM I J 

1 : r X G n I;] 1 : R16 H 1 ::i r: r x g h t :3 x i: rx i u h r 3 :i 



I HEN W (A, EJ -1 ) =W (A,, 
THEM I'Ji.A, 


0 PRINT A$:;"XRVS:] LRKSIXXX [RXGHr2::i 

X n I BH T 2 ;:i c x; i Gin x 1 ; r i gh i x i: r i gu t 3 x 

XRIGHX'SX XRII3HT3X XRKXHXX " 

:430 PRINT AJi;"CRVSX XRXGHX X XRIGHXnX 
TRIGHinX I.: RIGHT! XRIGHTX 
XRIGHX'SX CRIGHTEX LRIGI-IIX " 

>440 F'RIMT A*;"XRX4BX XRXGHXX I:RIGHT2X 
r: R 1G IT X' 2 X 1 :: IT I G H T' X i: I- ■; I G H '1 X 1 : FT IG IT I ’ 3 X 
i:RIBHT3X CRXGHXEX LRIGHIX " 

T450 PRINT A<»i;''LRVSX XRIGITTEX 

X RI GH'T2 X i: R I BIT X' X t: RI (3H T X X R1 13HX' X 
tRIGI-xn XRIGHTX 
460 RETURN 
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Continued from page 49 

more disgusting nature 
than that! 

Of course new adventur¬ 
ers may well with to cut their 
teeth on one of many text ’n’ 
graphic games currently 
dominating the market; 
after all, they certainly seem 
in vogue at the moment. 
However I would cheerfully 
put my head on the line and 
advise against it. Very few 
of them are suitable for the 
uninitiated, not because I 
think they’re particularly 
bad, just BORING. Believe 
me it’s no fun watching a 
location slowly redraw itself 
for the umpteenth time! It 
can put you off adventuring 
FOR LIFE, if not longer. 

That said I’ll now contra¬ 
dict myself by recommend¬ 
ing the text’n’graphics of 
PROJECT VOLCANO (for 
the Dragon 32 and 48K Spec¬ 
trum from Mission Soft¬ 
ware). It’s the first of a whole 
slew of games which you, as 
a member of the Mission 
Secret Agent Club, will be 
invited to participate in. 
Apparently a top secret mis¬ 
sile command centre has 
been discovered hidden 
below an extinct volcano on 
the Rumanian and Yugosla¬ 
vian border. It represents 


the heart of a massive mis¬ 
sile complex covering the 
entire Soviet block and you, 
as a budding Bond, have 
volunteered to disable the 
place. 

The game comes complete 
with an extensive briefing 
kit and is enormous fun. 
Says Mission’s head 
honcho, Brian Goldsbrough 
(otherwise known as Com¬ 
mander Q): ‘‘We’re inviting 
players to become part of a 
Secret Service, offering 
them missions which will 
lead all over the world. It’s 
not like a one-off game, it’s 
an invitation into a role- 
playing situation.” 

Nicely drawn 

Less impressive is the 
loudly heralded TWIN 
KINGDOM VALLEY (for 
the Com 64, BBC and Elec¬ 
tron from Bug-Byte). Unlike 
PROJECT VOLCANO 
which utilises a small gra¬ 
phics window, VALLEY 
etches oh-so-carefully over 
the entire screen, and while 


some locations are nicely 
drawn a great percentage 
are nigh on indecipherable. 
Playing the thing rapidly 
degenerates into a “Gee, I 
wonder where we’re meant 
to be now?” kinda situation. 
A woolly adventure if ever 
there was one. 

Customs 

Adventuring itself is 
something of an art. The 
game has evolved its own 
rules and customs, the 
awareness of which can 
make all the difference 
between successful playing 
or total humiliation. 

Here’s a few simple tips to 
help you on your way: 

^Always check your 
inventory before embarking 
on an adventure; you never 
know what could be clutter¬ 
ing up your pockets. 

*If you’re given the choice 
of friendship or violence 
when encountering a crea¬ 
ture, always opt for the 
former. Good manners 
sometimes reap rich 
rewards. However, if you’re 


offered no such choice des¬ 
patch the thing as- soon as 
possible. No point in play¬ 
ing coy. 

*Don’t believe all you see. 
Should you see a rickety 
bridge across a chasm, you 
can bet it’s not there to help 
you cross! Avoid the 
obvious. 

*Read signs, and if they 
sound odd, say them out 
aloud. 

*Examine or search 
EVERYTHING. It’s there 
for a reason. 

*Wear whatever can be 
worn. Helmets, gloves 
flippers. Tog up well. 

*Map your progress. This 
is anabsolutenecessity.Use 
graph paper if you can and 
mark each location with a 
descriptive note. DON’T 
attempt to draw the descrip; 
tion of the locale, it doesn-^t' 
work that way . 

*Swear continuously. 

Following all this and 
you’ll soon be in business. 
The club’s an odd one, but 
there’s massive fun to be 
had. Happy hunting, gang. 
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Writing your own Adven¬ 
tures isn't as arduous as it 
used to be, thanks to a neato 
invention called The Quill. 
Commercial adventure pro¬ 
grams written with the aid of 
this remarkable system are 
already appearing on the 
shelves. 

DAVE RIMMER has been 
getting his fingers inky . . . 


THE QUILL — price a mere 
£14.95 — is simply brilliant. It’s 
an “adventure system” that 
provides you with all the neces¬ 
sary mechanics of a text adven¬ 
ture — 225 possible locations, 
objects, events and so forth — 
but leaves it up to you to decide 
what the locations are, how 
they connect up, what objects to 
find, where to leave them and so 
forth. In short, you write your 
own game. And that, frankly, is 
more fun than playing most of 
them. 

If, like me, you’re fed up with 
the standard sword ’n’ sorcery, 
kil 1-th e-goblin-find-the- 
treasure plotline, then this 
thing is a Godsend. It can be 


anywhere and involve any¬ 
thing you want. You are limited 
only by your imagination and 
sense of humour and — let it be 
said — by certain built-in 
parameters of the structure (on 
which more later) that are I 
suppose necessary. 

A friend and I spent two 
happy afternoons recently writ¬ 
ing a game based on a mutual 
aquaintance who’s always 
depressed. The object is to cheer 
yourself up by visiting friends, 
going shopping, dealing suc¬ 
cessfully with parents, coping 
with your job and the like. Not 
as simple as it sounds. Getting 
into Marks & Sparks to buy the 
thick and creamy yoghurt 
you’re going to need later on can 
be as difficult as bridging a 
bottomless chasm or killing 
that belligerent goblin, believe 
me. Naturally, by the time we’d 
finished it was crawling with 
in-jokes and comprehensible 
only to about three other people 
in the whole of Britain, but what 
a hoot we had doing it. 

Despite what the manual 
says, there’s no need to plan 
everything out beforehand. In 
fact it seems to be more fun if 


(m 


the protective coating on what’s 
already being called VTFX—or 
the effects of modern TV. 

What these men have done is 
to put together the integrated 
digital technology required to 
merge signals from a video- 
game with both live studio film 
and pre-shot location film to 
create a single collage. And they 
decided first to apply this tech¬ 
nical genius with showman¬ 


ship and panache in a giant 
leap towards The (ultimate) 
Game. 

“I want competitors to be able 
to play from their armchairs — 
its technically possible today,” 
said Lovering. “It will happen 
as the concept of The Game is 
integrated at higher and higher 
levels.” He’s the creative direc¬ 
tor with the giant Hutton Com¬ 
pany (who design the ads). A 
professional visionary. 

Imagine the screen. You’ll be 
sitting at the keyboard playing 


a game first off — viewers at 
home will see a split-screen of 
you playing the videogame, and 
the videogame screen action as 
well. But anybody who’s 
watched darts on TV will know 
that this kind of presentation 
can get pretty boring. 

Next stop 

The next step will be a televi¬ 
sion first anywhere in the 
world, employing aQuantel dig¬ 
itized graphics system, like that 
used to annotate items in a flash 
on News-at-Ten, or to create the 
flying Channel Four logo to 
pick up the player’s image from 
the studio film and merge him or 
her into a complete videogames 
frame: the Space Invaders 
appear actually to attack the 
player. 

To enhance the feeling of real¬ 
ism, contestants on The Game 
will be dressed for whatever 
period the videogame seeks to 
depict. But as you can well 
imagine it will still look like a 
badly cut film montage. So a 


'll 


THE GAME is coming — it’s 
going to be Tron’s Revenge on 
millions of prime-time Satur¬ 
day evening TV viewers. After 
this videogames quizshow 
watching TV or playing your¬ 
self will never be the same 


again. 

It’s nothing to do with educa¬ 
tion (a la Beeb). Or tradition. It’s 
got everything to do with fun ... 
and the future. What will begin 
this coming autumn as a novel 
quizshow could well go on to 
become the first-ever fully 
fledged interactive TV. 

John Meade is producer of 
The Game at Yorkshire TV and 
he would only give out a few 
guarded hints to BIG K about 
what to expect: “TV is such a 
dirty game,” he explained. A 
pilot programme was shot in 
utmost secrecy. But Steve Lov¬ 
ering, a creator of The Game’s 
concept, did peel back a little of 











































finishing touch will be added: 
scenery provided by pre-shot 
location film which is added as 
a third layer to the digitized 
Quantel frame. 

The overall effect is one of 
“believable realism,” according 
to producer Meade. It was his 
job to shoot a pilot for TheGame 
in J anuary of this year, in condi¬ 
tions of utmost secrecy. This 
first programme, which will 
never be screened, was called 
The Quest for Abigail — a spoof 
on the Holy Grail story. 

Adventure 

An Oxford-based games soft¬ 
ware house called Insight Soft¬ 
ware prepared an adventure 
game especially for the pilot: 
this adventure house is destined 
to become a big name. 

A live edition of The Game 
would entail three distinct 
sequences which follow the 
adventure. First of all the con¬ 
testants must guess the period, 
location or flavour of the story 
— it might be anything from 
outer space to the inside of a 
molecule. Next, they will pro¬ 
ceed through the adventure’s 


machinations to uncover a 
hidden secret, fighting mons¬ 
ters all the way, in the shape of a 
guest personality. And finally 
they must work out just who is 
the mystery personality. 

Insight weren’t saying which 
micro The Quest for Ahigail\vsiS 
written for (though en educated 
guess might settle as the Thorn- 
EMI Wren.) The choice of hard¬ 




ware is likely to cause a battle 
royal amongst the suppliers. 
And YTV weren’t saying 
whether Insight would be 
employed to write or commis¬ 
sion all of its games software, or 
how it would be distributed. 

What is clear is that the TV 
station and an off-shoot of Hut¬ 
ton’s called Ventech will collab¬ 
orate to market each videogame 
as it is used in the show. And 
Ventech would like the pair to 
agree either a ‘YTV-logo’ 
machine or some standard 
which could alsobepromoted as 
an accompanying machine for 
The Game. 

When it comes down to the 
nitty-gritty of marketing The 
Game detail becomes difficult to 
find, whilst prognostications 
about its future are more 
forthcoming. 

Ventech is talking to that 
Prism/Micronet/Transam con- 
sortium which is getting 
involved in everything from the 
mooted ITV games machine to 
games software juke-boxes. 
Prism made its millions selling 
Sir Clive’s baby mail-order. 

But it isn’t clear whether they 
are trying to get the right to use 
a cut-down version of that Wren 
micro (a bit steep for games 
players at £1,000), or just access 
to the Prestel-based Micronet. 
Whatever comes of this canoo¬ 
dling is sure to be a bit special. 

As the prime distributor, Ven¬ 
tech would be handling the sale 



you start out with a vague idea 
and slot in the complexities as 
they occur to you. Once you’ve 
written two locations, .for exam¬ 
ple, there’s nothing to stop you 
slotting another in between. 

“Have a nice day” 

Attention to detail is of course 
vital, and you continually have 
to stop and run through it. The 
pile of lists and maps you have 
to keep can get a bit irksome, but 
that’s onl> one of a few minor 
drawbacks. Another is the fact 
that you can’t change some of 
the basic text: it’s always the 
rather servile “I await your 
instructions”, for example, and 
the sign-off line is invariably a 
sickly rejoinder “Have a nice 
day”. But these are quibbles. 

Put a bit of work into The 
Quill and you can write a game 
as quick and slick as any on the 
market. And if you want to sell 
one you’ve written with The 
Quill, the author asks only that 
you give his system a mention 
somewhere. 

And now all the legwork has 
been taken out of the writing, 
maybe some more will go into 
creating new types of scenarios 
and problems. In other words, 
maybe it’s bye-bye to that 
bloody goblin. 


of software. But as a creative 
ally, it would also be looking to 
realise the potential of that tech¬ 
nology which makes The Game 
special for television. 

Potential 

Consider what Lovering had 
to say about that potential: “I 
see the TV as just another form 
of access to a screen, with the 
potential to bring anything into 
people’s living rooms. One day 
there will be as many micros as 
there are now TV in the living 
room, so we have got to start 
thinking about how they might 
work together. This could be 
live, interactive television,” he 
said. 

In principle Micronet 800 
could be a vehicle to link people 
who have the more popular 
micros into the TV studio “live” 
using just an inexpensive 
modem and the telephone/Pres- 
tel connection. 

This basic network could 
accommodate up to a hundred 
simultaneous players of The 
Game. Huttons took the possi¬ 
bilities so seriously that they 
looked in to all kinds of spin-off: 
viewers’ “live” response to pro¬ 
grammes or advertising is 
under consideration: fancy 
being able to tell politicians 
where to get off; or alter the 
ending of Coronation Street! 

But of course this kind of 
two-way link could never be on 
the same scale as the local Cable 
TV franchises due to start 
during 1985 — unless the broad¬ 
cast TV companies invest a 
great deal more in digital tele¬ 
phony, studio equipment and 
the large controlling computer 
systems like Quantel. 

interactive 

Before they can begin to think 
about doing that they will need 
some indication of how we, the 
audience, react: now they look 
like getting that chance with 
The Game. 

“We are thinking very, very 
hard about the possibility for 
interactive television, having 
made this technical break¬ 
through,” was about the only 
comment producer John Meade 
had to make. 

When the ITV companies 
finally agree to screen The 
Game in the autumn it will 
probably replace that awful 
quiz show ‘3-2-1 Dustybin and 
all. More importantly it will be a 
major boost for the home com¬ 
puter market and is destined to 
become a prime-time advertis¬ 
ing slot for them early on Satur¬ 
day evening. 

Whichever micro The Game is 
eventually played on, the spon¬ 
sors could be looking at the kind 
of perpendicular sales growth 
that Acorn scaled after its link 
to television. And thankfully 
micros won’t just mean educa¬ 
tion anymore ... The Game 
might not even be remotely 
good for you. 
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.Postcode. 

I enclose Cheque/Postal Order payable to " Micro Speech 
or debit my Barclaycard/Access account No.L.l J 1 I I I 1 D 

I understand that 1 can have nny money back within 10 days of purchase if 1 am not delighted. 
Please allow 21 days for delivery. 12 months parts and labour guarantee. 

Signed. 1 1 


You won't wait long when you order from us! 

Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NE8 1AJ 
or telephone: NEWCASTLE (0632) 824683 

Please send me .MICRO SPEECH units. 


Name (Print clearly) 


Address. 


including p FREE SPEECH GAME "MYSTIC TOWER" 
M COMPREHENSIVE MANUAL 
p DEMO CASSETTE 


COMPLETE DETAILS ARE ON OUR LEAFLET 
PICK ONE UP FROM ANY STORE 


ICiUiRlRlAlHl 

ijulSlPlElElClH] 


ONLY 


£29.95 


EACH 


ULTIMATE..LunarJetman... ..BUG BYTE..Birds and the Bees.OCEAN..MrWimpy..Hunchback..Moon Alert.QUICKSILVA..Mined Out.... 

r..^.r.r.'^'ROMIK..3D Monster Chase..SharkAttack..ColourClash.MARTECH..BIastertnind.MOGUL.Las Vegas Lady.CRYSTAL.The Island. 

DIGITAL FANTASIA..Mysterious Adventures (Parts 1 -10).LYVERSOFT..Lunar Rescue.BRITANNIA..Grand Prix Driver.CDS.. Time Bomb. 

.ARCADIA..Mushroom Mania.PSS..BIade Alley.MR MICRO..Crazy Golf..Punchy..Harlequin.DkTRONICS..Maziacs. 

(some of these games are new versions of original programs) 


AND THIS ISN'T THE END OF IT! 

NEW PROGRAMS FROM 
POSTERN 
VIRGIN 

SALAMANDER 

VISIONS 

INCENTIVE 

MIKROGEN 

SOFTEK 

ABBEX 

ANIROG 

AUTOMATA 

HEWSON CONSULTANTS 
RICHARD SHEPHERD 
SOFTWARE PROJECTS 
THOR " 

FANTASY 

MICROMANIA 

M.C.LOTHLORIEN 


WILL BE APPEARING SOON 


available FROM COMPUTER DEALERS NATIONWIDE INCLUDING 
..< u cjuiiTu . jqhNMENZIES . WOOLWORTHS . GREENS SPECTRUM 
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EXPERIENCE THE DEVASTATING SOUND OF MICROSPEECH ON YOUR SPECTRUM 

)U EVERYONE FINDS IT FUN BECAUSE IT'S EASY TO USE 
(it says any word you want it to say) 

)J EXCLUSIVE TECHNOLOGY MEANS ALL SOUND IS NOW PUT THROUGH YOUR TV 
p AND THE GAMES WITH SPEECH.SPEAK FOR THEMSELVES 








































































UM 


lET 


EACH 

VER" 



^ Basically (Cyril) the idea is that you man a revolving 75mm AA 

I vAS ^yNLl turret. Down on your head come theenemyparatroops. Downon 
your head comethe enemy paratroops, dropping like leavesfrom 
^^RDERS t^'arisporter planes. Blast the swine! Actually, there's a major 
conceptual mistake here, since — for even the most bizarrely 
\ homicidal maniac — the very idea of potting paratroopers in 

mid-air is extremely repugnant. 

liO \ Anyway, a good touch nowemerges, sincethe revolving action 

\ of the turret is very accomplished; that said, this is about the only 

aspect of the program it's easy to like (do bear in mindthisreview 
' \ m refersexclusivelytotheCommodoreversion,sincewedidn'tlike 

\ U \ Paratroopers enough to run the other versions). You have your 

choice of mobile or static turrets, by the way. 

Bug City emerges notfar into the game. Acertaincombination 
^ olturret movementand blastingcausesanapparentmomentary 

crash. Result: death. I assume this is a bug, since there was no 
apparent plot justification. 

1 \ Every now and again a dirty great tank rolls through and 

1 \ crushes you to pieces — the result of allowing too many Red 

\ Devils to get themselves groundborne. 

^ ^ ~ \ unsatisfactory game, with a Nuremberg-style 

1 plotlineand an unhappilybug-like habit of hanging upjustwhen 

JwHfeJd you don't need it. As if you'll care.— T.T. I 

Game: PARATROOPERS f 

^ Maker: RABBIT SOFTWARE p 

Machine: COMMODORE 64; VIC-20; SPECTRUM 48Kf: 
format: cassette 
Price: £5.99 
Bating: none 


bandits 

°f3o'c|ort. 


K = Could Be Better 

KK = Could Be Worse 
KKK = Unsurpassable 




An entertaining not to menuv, . 
seabound version of that famil_ 
larboard game Cluedo in which 

you play a detective all at fa on 

the luxury liner 'Pacific 1 ■ Any 

chances of a mid-Atlantic rom^ 

ance are rapidly sunk f'th the 
arrival of an ominous flegram^ 

It seems that there's a dastardly 

plottodestroythelinerandal on 

board, including HRH King 
David (gasp!). That fanabcal 
loon Mr Sinister has slunk 
onboard disguised as a pas_ 
senger and is at this very sf ond 
busy planting an 

Lvice somewhere. Needlessto 

say you must deduce his Identity 

before time runs out a"d th 
ship's reduced to so much drift¬ 
wood. There are three "ddles to 
.„iwo the location of the bomb. 


Game: SHUTTLEZAP 
Maker; DRAGON DATA 
Machine: DRAGON 32 
Format: cassette 
Price: £12.95 
Rating: none 


LUEHRPE BORE-OFF 


Naff NASA nonsense that's 
guaranteed to induce interga- 
lactic size yawns. As pilot of the 
slowest space shuttle ever 
bolted together you must craw! 
into the upper atmoshpere and 
disable a fleet of hostile alien 
satellites. Presumably b y boring 
them out of the skies. It's a 
punishing task. Shuttlezap is in 
fact a futuristic cousin to 
Dragon Data's other notable 
dodo, Jumpjet. As before a rea¬ 
sonable concept has been sunk 
by the use of Basic, which is far 
too slow for this kind of pro¬ 
gram. But like its predecessor it 
features some impressive 
speech synthesis. Strange elec¬ 
tronic comments pester you 
throughout the game. It's like 
having someone with a bad 
throat hanging over your 
shoulder. A pity the routines 
couldn't have found their way 
into a better game. AH in all, not 
the right stuff. — S.K. 


From the moment the go button 
is thumbed Bandits At 3 
O'clock shows its class. Two 
fig ures break from flight HQ and 
race for their biplanes which 
leap into the air (at a touch of the 
'climb' key) after a shorttake-off 
run. Then it's each player for 
him{or her)self as the two planes 
engage in deadly dogfights. 

Only a shot to the propeller 
will down your enemy convinc¬ 
ingly, As the loser ploughs into 
the soil a gravestone marks his 
demise. Accumulate enough of 
these and your opponent's 
runway length is reduced 
making takeoffs decidedly 
tricky. Nice touch. Seven kills 
and you're the victor. 


VOLGA 

SPACEMAN 


WHEN YOU overtook the 
crude graphics; when you 
overlook that this game is 
for the un expanded VIC; 
when you overlook the fact 
that it has about as much to 
do with cosmonauts as 
black bread has to do with 
pretzels; then Cosmonaut 
isn't a bad game. 

It's your basic running, 
jumping, standing still 
game. To free your trapped 
spacecraft you must 
descend through several 
stormtrooperdnfested levels 
and find the off 
switch for the tractor beam. 
Lifts connect the levels. 

The stormtroopers shoot to 
kill. 

OK for a wet afternoon R.S, 
Game: COSMONAUT 
Maker: MELBOURNE 

:.»ousi:. 

Formaif 

..Pi^ei:£i;i5:- 


To this already good mix you 
can add tasty ingredients like 
flak, clouds, airship obstacles 
and night ordaymodes, all easily 
called up from an options menu. 
There's also a useful single 
player practice mode. I would 
have liked a full single player 
option but Bandits is designed 
for and best played by two 
people. 

Bandits is one of those rare 
games that can be classed as 
sheer fun. It looks good on the 
screen (graphics limitations of 
the ‘electron aside), is profes¬ 
sionally presented and hasa very 
high level of play value. An abso¬ 
lutely wizard game, chaps. — 
ft B. 


Game: BANDITS AT 
3 O’CLOCK 

Maker: PROGRAM POWER 
Machine: ELECTRON 
Fermat: cassette 
Frice: £6.05 . ' . . . 

Bating: KKK 






















What would you buy if you could buy what you want — 
money no object? We asked a panel of experts to unleash 
their imaginations — and their greed. 


Projected cost: Around £10 
billion (not including cost 
of satellite launch vehicles 
or VAT). 


Disgusting 


Projected cost: £1.000.00 


things there would be an 
intelligent colour graphics 
ternninal along the lines of 
the BBC microcomputer. 
Attachedto this would be a 
laser printer and laserdisc. 
The majority of communi¬ 
cations with the computer 
would be spoken so a 
sophisticated voice recog¬ 
nition module would be 
included, with a larger vo¬ 
cabulary than most peo¬ 
ple's and the ability to 
check syntax and correct 
grammar. (Why not be fun 
and educational at the 
same time?) Output from 
the computer would be 
mostly by a speech synthe¬ 
sis module, allowing for 
inter-part arguments, and 
stereo sound effects 
thrown in. Headphones 
are, of course, optional 
extras. 

"Software is very impor¬ 
tant. Aside from all the 
general driving software, a 
nice touch would be a 
'Genuine PeoplePersonal- 
ity' generator which would 
bestow individual person¬ 
alities on all the monsters 
and non-player characters 
met. 

"The last and possibly 
most important thing 
would be a full-time team 
of crack programmers to 
keep the system up and 
running at all times. And, 
of course, enough change 
so that we could all live 
happily ever after." 


Greed Rating: 
surprisingly low 


Pete ('The Hat") 
Neale (with Peter 
Ohison) of 
Salamander 
Software. 

"Given as much moneyasi 
wanted I'd like a system 
large and powerful enough 
to run the biggest Dun¬ 
geons & Dragons cam¬ 
paign in the world! 

"Firstly, the CPU. This 

would have tobeextremely 
fast to be able to cope with 
the large number of people 
participating in the game. 
This CPU would be some¬ 
thing based ontheJoseph- 
son Junction, 
super-cooled for speed, 
using lasers for all I/O. 
There would need to be at 
least one of these for every 
country, linked worldwide 
by several satellites in. 
geostationary orbit. Att¬ 
ached to each CPU would 
be at least 1 gigabyte of 
harddisk storage. 

"At the user end of 


Ian Weatherburn: 
Imagine Software 
programmer. 
Author: Zip-Zap 
and Alchemist ior 


and a printer — the inter¬ 
face isalreadybuiltintothe 
QL, plus, of course, the 
better form of storage 
needed. 

"The QL is of course still 
a very new and unproved 
machine but I like the look 
of its graphics capabilities. 
Although it's being pushed 
asa businessmicrothere's 
a lot of talkaboutgamesfor 
it. Some people have spec¬ 
ulated on 'super' adven¬ 
ture games, utilising the 
1 28K memory. That 
remains to be seen. I think 
there'll be games equal to 
at leastthe best level on the 
Spectrum to start with and 
then they'll improve as 
people gain more 
experience." 


"Working each day with 
Imagine's powerful Sage4 
mini computer[l 2mbWin- 
chester disk drive and 1 mb 
RAM]on which we develop 
our games, makes coming 
up with a dream rig diffi¬ 
cult. Butithinkthatatthis 
time fwouldvery muchlike 
to have a Sinclair QL, 
simply because it's the 
68000 based machine 
with the best instruction 
set. 

"To my mind the QL's 
only drawback is the Mic¬ 
rodrive storage system but 
someone is bound to come 
up with a 'proper'diskdrive 
for it so that won't worry 
me too much. 

"With the basic QL I'd 
like a good quality monitor 




































































Paul Walton: 

computer 

journalist. 

"My dream machine's a 
reality; the MB Games 
Vectrex mini-arcade 
game. And the reason is 
. . . immediate addiction to 
their graphical games. 
Why was I lyrical about 
something which I could 
afford to buy for myself? 
Easy — because it's a con¬ 
ceptual leap forward over 
other micro games in 
almost every department. 
And because supporting it 
is sure to bring on yet more 
software for it. 


"Vectrex does what it 
does by concentrating on 
those three ingredients for 
which arcade games were 
designed: audio-visual 
stimulation; 'sucking-in' 
power to draw you in; and 
absolute control of the 
action. 

"It's down to the vector 
(or VECTor Resolution 
Extra) graphics screen, a 
powerful joystick con¬ 
troller and sound output 
chips . . . and good ol' 
imagination! 

"You can have your 
videodiscs — I know 
they're cartoons; that's not 
reality. I don't want more 
power, more memory — or 
even more colour. 

"I'm a man of modest 
tastes." 

(NB: Walton owns a 
£2,000+ Wang Word- 
processor. — Ed.) 


Projected cost: £3,000 


Greed Rating, 
considerable 


Greed Rating: 
humble to the point 
of absurdity 


Justin Whittaker: 
freelance 
programmer. 
Author: The Lone 
Raider for Atari 
Home Computers. 

"Given unlimited cash I'd 
like the top of the Atari 
Home Computerrange,the 
1450XLD with built-in 
dual disk drives (unfortu¬ 
nately not on sale in Britain 
yet), to that I'd add a very 
high quality Sony monitor 
and an Atari 1027 letter 
quality printer. 

"Graphics are very 
important inwritinggames 
so to help me in that area I'll 
have Atari's Touch Tablet 
and the 1020 four-colour 
plotter, for working out 
designs and printing out 
screens. 

"A speech synthesiser 
would come In very handy 
to de-bug my listings. I'd 
get the computer to read 
out the listing so that I can 
check it as I go along! 


"To make my work even 
easier I'll have a modem so 
that I won't have to keep 
travelling up to Atari's offi¬ 
ces — I'll just phone my 
games in! A Winchester 
disk drive would also be 
nice so that*l never need 
buy another disk again. 

"I'll settle, too, for a 
really responsive joystick. 
One called Le Stick will do. 
It has no moving parts. You 
just holdit, moveyourhand 
around inthedirectionyou 
wish to move the objects 
on-screen and mercury 
switches do the rest. 

"Purely on the hobby 
side, I like music so I guess 
I'll link in a synthesiser to 
my rig plus, ^or good mea¬ 
sure, a multi-track mixer 
with which I can play 
around with my 
compositions. 

"I think that'll do me for 
now." 


Projected cost: £150.00 
(with software) 


Continued on next page 































Projected cost: £5,000.00 


Projected cost: £5,000.00+ 


Tony Tyler: Editor, 
BigK. 

"I suppose it's indicative 
that what I ended up with 
— after throwing out a load 
of junk I may tell you —was 
almost equally divided 
between practical use and 
poseworthiness. 

"For the latter there's 
really no alternative to a 
Notebook Computer (so- 
called), of theTandyor/VEC 
8200 type. Computer 
hacks have lately taken to 
attending launches, trade 
fairs, etc with these lus¬ 
cious gadgets nonchal¬ 
antly under the arm — like 
a Shia militiaman with his. 
inevitable AK47. 

"I spend more time word 
processing than I do play¬ 
ing games, so my overall 
requirement is for a usea¬ 
ble wp system; then again I 
do spend quite a lot of time 
playing games, mainly 
adventures, so I also need 
some mainline computing 


Richard Burton: 
computer innocent. 

"When we're talking about 
my dream rig we're talking 
about love at first sight. I 
speak of a computer that is 
yet to come (to Britain) — 
Xhe Apple Macintosh. 

"When I clapped optic 
nerves onto this little 
beauty that was it. Jack! 
Everything — monitor, pro¬ 
cessor, disk drive — came 
packed in one neat plastic 
box. Add the Imagewriter 
(printer — another neat 
box), a lovelykeyboard,and 
a cute little mouse and 
there was all I wanted. 
Even the software, word 
processor, graphics 
designer, spreadsheet, 
was bundled in and ready 


to go. Itjust looked sogood. 

"I'm sorry, but I'm one of 
those people that can be 
seduced by a nice piece of 
design work. A machine 
can be as slow as syrup or 
have a BASIC that requires 
membership of MENSA to 
comprehend, but if the 
design is aesthetically 
pleasing — it's for me! 

"As if I needed to be sold 
any further, when I actu¬ 
ally got my hands on a 
Macintosh the romance 
blossomed. I had the thing 
up and running, doing 
word processing, graphic 
work and printing out the 
results within 20 minutes, 
without even seeing an 
instruction manual. The 
mouse controller com¬ 
bined with on-screen syn;i- 


bols made the whole 
machine just ooze 'user- 
friendliness'. Apple have 
even thoughtfully provided 
a handy bag into whichthe 
Mac will pack. 

"Okay, it's not a games 
machine. I'll take a Spec¬ 
trum and a Colecovision to 
fulfil those needs. Finally, 
to justify my dream rig, I'll 
have the best modem 
money can buy, access 
codes to all the world's 
largest databanks and 
unlimited free use of Brit¬ 
ish Telecom's interna¬ 
tional service!" 


Greed Rating: 
repellent 


Andy Green: 
freelance 
programmer and 
journalist. Author: 
Ultima Zone 
(Tansoft) and Them 
(Virgin) for Oric-1. 

"As a machine code pro¬ 
grammer I'd base my 
dream rig around the BBC 
micro. It's blindingly fast 
and has plenty of interfa¬ 
ces with which to com¬ 
municate with other 
micros. Atop the Beeb 
would sita high-resulution 
monitor (for colour gra¬ 
phics and 80-column text) 
and on top of that a non¬ 
erasable laser video disc 
for storage, with a couple 
of gigabytes per LP sized 
disc (who needs to erase a 
program when you've gota 
million megabytes to play 
with?). 

"Sticking out of the back 
of the BBC would be a 7220 
controlled Graphics 
Engine. A 1024 x 1024 
pixel screen in 256 
colours, with hardware 
zoom and pan controlled by 
an Apple graphics tablet. 
This would be interfaced 
through the RS423 and 
have custom software to 
run it and would be idea I for 
producing new game 
shapes and backgrounds 


Greed Rating: 
substantial 


"With the Beeb's built-in 
mega-speed assembler, 
writing the code for a 6502 
system is an easy as pie. A 
Z80 and 16032 second 
processor (this is a dream, 
right?) would have other 
cross assemblersfor all the 
popular CPUs. 

"I'd use a battery- 
powered, hand-held, 
Microwriter with 64K of 
low power CMOS RAM 
and a microfloppy drive as 
a portable 'notepad', the 
contents of which can be 
downloaded into the BBC 
when I get home, or even 
through a built-in acoustic 
modem down the phone 
lines if I'm away. 

"All this stuff is either 
available right now or 
could be built from parts 
available now. The catch is 
... the bill. Dream on!" 


ability plus commonality 
since without that there's 
not likely to be many 
adventure games for meto 
play. 

"It's the latter that rules 
out the ACT Apricot, 
obvious choice as it is in 
every other way. So I think 
it has to be the Apple He 
with an 80-column card 
and a brace of decent disc 
drives. And an excellent 
daisywheel printer. And a 
modem so I can be ready for 
the day when'anybody else 
I know gets one. And a 
colour plotter so that I can 
arrange screen dumps of 
all those graphic master¬ 
pieces I know I'll never 
write." 


Projected cost: £3.500.00 


Greed Rating: 
sizeable 
























































Outperforms any Spectrum interface 

The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252 (Access and 

features-and more-in one unit: Visa welcome). 

^ A variety of interfaces including Rom cartridges, two 9-way D plugs ^ Electronics (Fleet) Ltd, 106 Reet Road, Fleet, H ampsh ire 

for standard joysticks, PLUS full expansion bus at rear. 

$ Compatible with Kempston and Protek protocols. I i 

^ Works with latest Quickshot Mk II auto rapid-fire joysticks! 


^ Choice of Rom cartridge or tape cassette software. 

Hs Instant program loading with cartridge software. 

* Built-in power safety device - unique to Ram Turbo 

Full one year guarantee. 

^ Immediate availability - orders will be despatched within 28 days 
of receipt of order. 

$ Incredible value-only £22.95. 

So don’t wait around - simply complete 
the coupon and send it to us today. 


Reasesendme: 

-Spectrum Turbo lnterface(s) at £22.95 

-I- £1 p-i-p (overseas orders £3 p-l-p) 

-Quickshot II Joysticks) at £9.95 

(Only when purchased with Tutto-normally £12.95 -i- £1 p-t-p) 
I enclose cheque/postal order or charge my Access/Visa for £. 

Name_ 

Address. 


To: Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GU13 SPA. 


Trade and export enquiries welcome. 
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BRILLIANT BODGES 


LAST MONTH'S article des¬ 
cribed how to build an EPROM 
programmer for the BBC 
micro; this month's tells you 
how to organise your own 
assembly code programs so 
they can be used in the side¬ 
ways ROM system. 

Note that the sideways 
ROMs aren't supported by 
operating systems of less 
than 1.0, so I suggest if there's 
anybody left with 0.1 then 
grab a 1.2 quick: you can't use 
discs or the Wordwise up 
system without one. 

All sideways ROMs live in 
the address range &8000 to 
&BFFF, only onebeing 'active' 
at any one time. The number 
of the ROM currentlyselected 
is determined by a latch at 
&FE30, and operating system 
commands exit to select a 
particular ROM. 

Although you can have up 
to four sideways ROMs on the 
standard BBC, the operating 
system can handle up to 16, 
and 'extender' boards are 
available with empty sockets 
to make up the full 
complement. 

Paged ROMs are used in 
several ways by the BBC. One 
is selected upon a 'hard'break 
or power up as being the 
current language (usually 
BASIC). The language ROM is 
selected by scanning the 
ROMs from number 15 down 
to 0, and using the first lan¬ 
guage found. 


Discs 


Whenever the language 
wants to talk to an 10 device, 
saydiscs, itaskstheoperating 
system (which is NEVER 
switched out) to do it. The 
operating system notes which 
ROM called it up, and selects 
an appropriate specialised 
sideways ROM to do the dirty 
work. When the access is 
over, the specialised ROM 
(the FILING SYSTEM ROM) 
goes back to the operating 
system, which reselects the 
langauge ROM and returns 
back as if from a simple 
subroutine. 

For the moment, we'll 
assume you've got a machine 
code program you want to 
blow into EPROM and use in 
your machine like you'd use 
Wordwise. You can't just 


plonk the code in and hope, 
because the operating system 
has to know some vital facts 
about whatthe ROM isfor.lsit 
a language or a filing system 
ROM? What's the name of the 
ROM? 

So the first twenty-thirty 
bytes of each ROM are given 
over to answer these impor¬ 
tant questions. 


Byte 

Contents 

00-02 

JMP to language 
entry 

03-05 

JMP to service entry 

06 

ROM type (use &81) 

07 

Copyright pointer 

08 

Version number of 
ROM 

09... 

Title string, printed 

If this ROM is 
selected as 
language 

xx-xx+3 Always 

&00,&28,&43,&29 

(C) 

xx+4 

Copyright message, 
terminated by an 
&00 byte 

The rest of the ROM is for 


your program. 

The service entry is a little 
more complicated. Whenever 
anything weird or moment¬ 
ous happens inside your BBC, 
the Operating System sees if 
it can handle it itself, and if it 
can't itasksthe paged ROMsif 
they know anything about it. 
Each ROM must have a little 
routine to answer questions 
put to it by the OS. This sub- 
program is the service 
routine. 

All kinds of strange 'servi¬ 
ces' are sent to the sideways 
ROM system, but only two 


1C3REM EXAMPL 

I frv*JMP INITe JNPSERVirP* crn I 
UB&S.t s EQUBCPYRH-STBL* EQUBl, EQUS^TITLe’ ST 

27^E0US ”‘ «EQUB«<43 j EaUB8< 

30\ 

40\ 

50\ 

60^INIT \ Your program start* here 

80 \ 

90\ 

100.SERVICE CMP#9!BNESER1:\ if it 
a #help service try serl 
105\ 

DA#9fR?S\ ^ i « BEQP%+5 s . CLEAN L 

UHW9SRTS! \ If It isn't a general #npi p 

DPS. th.„ aon't 

ct .o th. „.,t ROH c.„ 

130.SERI CMP#48BEQP%+3sRTSi\If not an 

-J^rn^t^^ol 

1 31 LDA ( ZiF2 ) , Y8 CMP#ASC < ” M *' ) i RWPri kj i« t kiw I 

‘f’*" PPturn without 

Start up this ROM and return i 
Ction! ® a 

133.CLN1 LDA#4sRTS 
135\ 

e-JEQUBr^ response goes her 

9999 2 5 PAGE«8< 1900 5 GOTO90 

30000MODE7 8 8 II\|PtJT**<^,av/o 

*RiS?™Ri3Erpi 

"+RIGHT*(Bt, 4 ) ) Ltr fS(B4f,4)+" 







































Sn»v.!‘^:S = L0NER.M45t,. sicK.J5' 

IIT ^^"^“*‘^01 s COPTY'/s TRn 

74 ) L.DY#0 i , BL^Da (S 

NC1S<74! BNEP’/M^ INC&71 s I 

«LDA?<7irrMPS 74^n5eP’ CMP&72S BNEBL 

» R?s?L NEXT STA*<FE30, CLI 

ingc ■■: Y-/.-4 

40LX«PXj W7.»l 
50FILE^a" EXAMPLE" 

W/.+7j GOTO60 (Y/.=6) THENW%a 

OAD -+A*-H.. lE00•^Oy.aL80SfpAGS?l00^eoT 
AB (ir?!w7 17 ? ^ »c ’ I'^Y7.a6THENPRINTT 

?.^71a^/.DIv■25I!?KSa;pIANi2K?^7IVTf?p.^ 
rO60 ^ ‘ 7&74a0s 7&75a.?<68r L-/.ap-/., caLLTROUt/qo 

100GOTO60 

1101FY*/.=4THENY7.=6: GOTO30 
14 ; 0 PR 1 NTTAB( 0 , 10 ) . "Done"sEND 


need concern us, the *HELP 
expansion service and the 
unrecognised * command 
service. 

Typing *HELPvvill listallthe 
ROMs currently in your 
machine (with the exception 
of BASIC ), so we'll want our 
new ROM to support this. 

Whenever you type a * com- 
mand, the OS searches 
through its own little diction¬ 
ary of * commands it knows, 
eg ^HELP, ^TAPE, *FX. If the 
command isn't found it 
doesn't give up yet — it asks 
the paged ROMs if they know 
the unrecognised command. 
Each ROM should respond to 
its own name in a *command; 
for example Wordwise can be 
called from BASIC by typing 
^WORDWISE. This wasn't 
understood by the OS, so it 
asked the paged ROMs if they 
knew the command, the 
Wordwise ROM recognised it 
and hence selected itself as 
the current language. 

Service 

The OS communicates with 
the service routine with the 
A,X and sometimes Y regis¬ 
ters. The Accumulator always 
containsthe ServiceTypethat 
is being requested. A zero 
indicates that another ROM 
has already answered the ser¬ 
vice call, and the OS is just 
going through the rest of the 
ROMs as a matter of course. 
An &04 indicates an unrecog¬ 
nised * command has been 
made, and that the command 
can be found at (&F2),Y. 

An &09 means the userhas 
just typed *HELP and can you 
please announce yourself. 
The rest of the line after the 
*HELPispointedtoby(&F2),Y, 
enabling the ROM to answer 


specific queries. For example, 
typing *HELP UTILS with the 
DFS ROM will tell you all 
about the DFS utilities. A 
*HELP <Return> means the 
ROM should respond with its 
name only. 

The X register contains the 
ROM number that the OS is 
currently looking at, from 0 to 
1 B.Thecontents oftheXandY 
registers should be 
preserved. 

Routine 

You should exit from a ser¬ 
vice routine using a RTS 
instruction with the accumu¬ 
lator set to zero if the service 
was performed by this ROM 
and shouldn't be offered to 
any others. If, as in the *HELP 
instruction, the service was 
performed but should be 
offered to the rest of the paged 
ROMs as well, or the service 
wasn't performed at all, the 
accumulator should be pre¬ 
served at the value at which it 
entered the service routine. 

An example ROM identifier 
section and service routine is 
given in Fig.1. 

Sideways ROMs can also 
be used in the ROM filing 
system mode. Yes, the ROM 
filing system! You can select it 
by typing *ROM (like *TAPE, 
*DISC)and it works rather like 
the tape filing system, only 
you obviously can't save any¬ 
thing to ROM. 


Speech 


BBC owners who add a 
speech synth to their micros 
also finally get to use the 
mysterious masked 'hole' on 
the left-hand side of the key¬ 
board. This is for use with 
'serial' ROMs which also 


work on the ROM filing 
system but aren't accessed 
the same way as sideways 
ROMs. Serial ROMs should 
be available shortly — that's 
an 'Acorn shortly' ... a new 
word for eons — containing 
extra word sata for the speech 
system (which badly needs it), 
as well as games and the like 
from Acornsoft. 

More data can be found on 
serial ROM protocols in the 
excellent Advance Users 
Guide and Acorn do one of 
their great Application Notes 
on the subject. 

Millions 

Before you rush off to look 
up the data and manufacture 
serial ROMs in millions, 
remember that only people 
with the speech synth can use 
the serial ROM capability, 
which ain't many. This may 
account for the reticence of 
Acorn re; serial ROM soft¬ 
ware (in sharp contrast to the 
prompt and efficient service 
they are justly renowned for). 
Yeah. The moral of the story is 
do your ROM software in side¬ 
ways format for now. 

When developing your soft¬ 
ware to run as a sideways 
ROM it is more than a little 
wise to plug in a 'sideways 
RAM' so that every time you 
make an alteration you don't 
have to blow a new EPROM 
. . . An 8K wide 6264 RAM 
chip is pin-compatible to a 
2764 EPROM and can be 
plugged into some sideways 
ROM expander boards nota¬ 
bly Watford Electronics' board 
and the Sir Version 2 board. 
You can't just plug it into a 
normal sideways socket. 


Sideways 


The program in Fig.2 works 
like the 'A' programs in Goad 
Your Code (last month), 
assembling source files one 
by one — only instead of send¬ 
ing the machine code to 
another micro or storing it on 
disc, this program stores it 
instead in a sideways RAM 
chip. The socket number that 
the ram chip is in should be 
put into the variable SOCK. 

Note that the BBC will only 
talk to ROMs that were in the 
machineatthe lastBREAK,so 
you may have to hit break 
before the BBC will recognise 
that your RAM-ROM exists. 

Rum, eh? 


SUFFERERS 

from hi-tech paranoia on this 
or any other subject should 
write to: 

ANDY GREEN 
BIG K, Room 2026, 

IPC, King's Reach Tower, 
Stamford St., SE1 9LS. 














300 IF 
310 IF 
320 IF 
330 IF 
340 IF 
350 IF 
360 IF 


THEN X=U 




PROGRAM: MINI GOLF 

0 REM ADAPTED FOR VIC BY H. COLE 
10 0=361375: FOR J=0-1 TO 0+2: POKE J,0 
:NEXT:POKE J,15 

20 PRINT"C CLEAR,DOWNS 3"TAB(6)"C RVS 3 
MINIATURE"SPC(15)"GOLF C RVOFF 3" 

;FQR J=1 TO 2100: NEXT 
30 A*=" "!B$=A*+"C LEFT6 3" 

:Z=BQR(2)/2:PRINT"CCLEAR,RVS, 
DaWN183’'A*A!tA*" 12 

40 PRINT"CRVS3DIRECT ION CRVOFFI“A*" 
CRVS 3 in.5STRENBTH tRVaFF3"A$" 
CRVB39 |“iJ 3"; 

50 PRINT"!RVS3HOLE CRVaFF30CRVS3 
PAR CRVQFF3 CRVB3 

■ STROKES CRV0FF3 CRVS3 
CRVaFP3 CRVS3 r'6 CUP53" 

60 R=30720:T=6743:F=1:FOR J=38796 30 
3B905:B=0:IF F>16 THEN B=6 
70 POKE J,B:F=F+1:IF F=23 THEN F=1 
80 NEXT:PbKE 8185,160 
90 POKE 0+4,PEEK(T):T=T+1:M=PEEK(1) 
:FaR J=7680 TO 8075:(a=M 
100 T=T+l:B=PEEK(T):IF B<B THEN M=B 
;Q=M;BOTO 100 

no IF B<16 THEN 0=8-8: GOTO 100 
120 IF B>225 THEN K=T: T=5974+3)((B 
:GOTO 100 

130 IF B=28 THEN T=K:GaTO 100 
140 IF B>128 THEN A=160:F=B-129 
;60T0 170 

150 IF B<28 THEN A=PEEK<6615+B):F=0 
:GaTO 170 

160 B=B-9:A=PEEK(6642+B/20) 

: F=B-20il!lNT (B/20) 


170 


190 


200 


FOR B=J TO J+F:PaKE B, A:POKE B+R,D 

NEXT:J=J+F!next ^ - 

190 POKE S154,PEEK(T + l) :M=PEEK( n 

N=PEEK (T+3) : POKE B14 /, F' EbK (814/)+! 

TsJ+4:A=126 

F=32; W=F: X^^M+RNDd) /2: Y=N+RND (1) 

1 P=7657+22*N+N : K~PEE1< (P ) s POF'-b ^ ;• ^ 
iPaF::;E 

PRINT TAB (32) LDQWN VEHi 
: GGSUB 800: PR I NT T AB (32) ; : POF--E G, O 
:POKE 0+2,0 _ 

210 GOBUB 830: IF J >13 THEN PRINT " LUP5:] 
":GOTG 200 

220 B=-~J*/6: PRINT" LUP5 J " 

:PRINT TAB(54);:POKE 8130,63 
230 GOBUB 830: IF J >10-THE;N PRINT" CUPS] 
” : PR I NT TAB (54) B^t; : GOTO 230 
240 POKE 0,232:T”10* J +2.1 * J *RND(TI)+- 4 
:C-C+1:E=E+1:GOBUB 800 
250 PRINT"r.RVB3"A$A4>A^" 12 
: V=Y:U=-X 

260 B--0:PaKE 0,0: POKE 0+2 
:IF F“32 THEM 630 
IP p=:99 then 410 
F=100 THEN 430 
F«101 THEN 450 
F=103 THEN 470 
F=:7B OR F-77 THEN 
F:=233 THEN 530 
F=223 THEN 510 
F«105 THEN 570 
F=95 then 550 
F:=:174 OR F=218 
:GGTa 650 
370 IF F=160 THEN 


CUP23":D-P 


70 


280 


IF 


290 


IF 














































380 IF F=ai THEN 610 
390 POKE 0+2,200:IF F=l( 

400 IF F=127 THEN J=0:S‘ 

410 IF C0S<B)>=0 OR Y-N 
420 B=-B:GQTO 620 
430 IF CDS(B)<=0 OR Y-N 
440 B=-B:GOTO 620 
450 IF SIN(B)>=0 OR X-M 
460 B=-l*B;GOTa 620 
470 IF BIN(B)<=0 OR X-M<.5 THEN 630 
480 B=-l!t!B:GOTa 620 
490 B=B+*RND(TI)/4-/B:J=J-14 
:IF J<1 THEN 8=4 
500 GOTO 630 

510 IF CaS(B><Z AND SIN(B)>-Z GOTO 630 
520 GOTO 560 

530 IF SIN(B)<Z AND CDS(B)<Z GOTO 630 
540 GOTO 580 

550 IF CaS(B)>-Z AND SIN(B)<Z GOTO 630 
560 B=/2-B:G0T0 620 

570 IF SIN(B)>-Z AND CaS(B)>-Z GOTO 6 


(Y-N))) 

660 IF P=D AND A=Q THEN 640 
670 IF N>ia THEN Y=Y-.S:GOTa 650 
680 IF N<1 THEN Y=Y+.5:G0Ta 650 _ 
690 IF M>22 THEN X=X-.5:GaT0 650 
700 IF M<1 THEN X=X+.5:G0Ta 650 
710 IF POD THEN F=PEEK(P) 

720 GOTO 260 
730 IF S=2 THEN 770 
740 IF 8=4 THEN PRINT"CRVS3 
YOU ARE IN 8ANDCRV0FF,UPI" 

750 IF 8=3 THEN PRINT"CRVSI 

WATER - 1 STR0KECUPI":E=E+1;C=C+1 
;B=+B:G0T0 640 
760 GOTO 200 

770 FDR J=0 TO 9:POKE 0,PEEK(6622+J) 
:FOR K=1 TO 100:NEXT:NEXT 
780 IF PEEK(8147)=57 THEN PRINT"CHaMI 
GAME OVER":END 
790 C=0:G0T0 90 
800 8=1:IF E>9 THEN 8=0 
810 D=9: IF 09 THEN D=8 
820 PRINT TAB(D)C SPC(8)E"CUP5I" 

:RETURN 

830 P*="":FOR J=1 TO 6 
840 GET F4i:IF F$=""THEN 840 
850 IF VAL(F$)=0 AND F*<>"0"AND F$<> 
."THEN 870 

860 P4i=P$+F$: PRINT F$;:GOTO 920 
870 IF ABC (F$) 020 THEN 900 
830 IF J=1 THEN 840 
890 PRINT" CLEFT2] CLEFTI";:J=J-2 
:P$=LEFT*(P$,LEN(P*)-1):GOTO 920 
900 IF ASC(F*)<>13 THEN 840 
910 PRINT" ";;J=6 

920 NEXT:PRINT"":J=VAL(P*):RETURN 


THEN 490 
GOTO 630 . 
i THEN 630 


5 THEN 630 


5 THEN 630 


580 B=3*/2-B;G0T0 620 
590 IF P=D THEN 630 
600 ON F-76 GOTO 560,580 
610 POKE 0,140:J=J-8.:B=B+*RND(TI)/9 
-/I8:IF J<4 THEN 8=2 
620 POKE 0,215:>3=J-3 
630 POKE D,W:POKE D+R,K:POKE P,A 

; K=PEEK(P+R);POKE P+R,1:W=F;D=P:Q=A 
:IF J<1 THEN 730 
640 J=J-1;V=Y:U=X:Y=Y+.49*808(B) 

:X=X+.49*8IN(B) 

650 M=INT(X):N=INT(Y):P=7657+22*N+M 
:A=PEEK(6649+INT(2*(X-M))+2*INT(2* 
















































HI-TECH 



GOAD YOUR 
CODE 



the 6502 Way. In the second part 
of ANDY GREEN'S series, he shows 
you how to adapt BBC code for ORIC. 



IN LAST month's 'Goad Your 
Code' we set upthe 'A' assem¬ 
bly control programs for the 
BBC, and examined how to 
use the assembly system. 
This month we'll see how to 
connect up your BBC to an 
Oric-1 or Atmos, and make a 
start on the example game. 
For reasons of space it's been 
decided to drop the Comma- 
dore 64 as a target micro and 
instead concentrate on the 
BBC itself and the Oric/At- 
mos as a token' target micro. 

The best way to transfer 
data between two computers 
is to use a parallel interface. 
This isaroundtentimesfaster 

than an RS232 link and 
almost every micro has a 
parallel interface of one sort 
or another while very few 
include RS232 as standard. 

For the Oric or Atmos, then 
you'll need two 20-way IDC 
(Insulation Displacement 
Connectors) sockets and a 
sharp scalpel. Connect up one 
socket to one end of the ribbon 
cable, squeezing heavily with 
pliers to close upthesocketon 
the ribbon cable. Note the 
little arrow which points to pin 
one on the socket, and make 
sure that the red stripe on the 
ribbon cable goes to that pin. 
Thisendistheendthatgoesto 
the BBC's user port on the 
underside of the machine. 
Now take the other end and 
slice it up as a Figure 1, fitting 
it into the other IDC socket as 
shown in Figure 2. 


(instead of the program in the 
first article) if you are not 
using the BBC as the target 
machine. 

Okay; a quick overview of 
what needs to happen to get 
your program running on the 
Oric. At the start of a session 
you load in a special down- 
loader program into the Oric 
off cassette (details follow) 
that enables the Oric to 
receive data from the parallel 
link wejustbuilt. 



Whirring 


Bumps 


The second socket goes to 
the 'Printer' port on the Oric. 
Note that IDC sockets have 
little bumps on one side, so 
you can only insert them one 
way. 

Since the first article was 
written I found out a better 
method of getting the data 
into the Oric or Atmos, so 
you'll need to usethe program 
in Figure 3 as the 'A' program 


Start up the 'A' program on 
the BBC by pressing f9 then 
f2. The disc drive should start 
whirring as the 'A' program 
loads up each source file and 
assemble it. After the disc 
drive starts up, press CAL- 
#9700<Return> on the Oric 
to execute the downloader 
program. 

Asthe BBCassembleseach 
sourcefile on the second pass 
it sends the object code down 
the lead we just built into the 
Oric, where the downloader 
program accepts each byte 
and stores it in the correct 
location. When it's finished, 
both the BBC and the Oric 
return to their Basics. You can 
now use the CALL statement 
on the Oric to execute the 
code you've just downloaded 
from the BBC. It's quite a good 
feeling to see your first pro¬ 
gram— all written on a BBC — 
working on the Oric! 

The downloader, written in 
machine code, is created by 
typing in the program in 
Figure 4 on the Oric. As you 
can see from the listing, the 
code that this program pokes 

in starts at &9700andgoeson 

to &9789. After running the 
program, CSAVE 
"D",A#9700,E#978A to 
make a copy of the down- 
loader to tape. From now on 
you'll only have to CLOAD the 
downloader from tape and 
CALL#9700 to use it. 


FIG 1. Cutting pattern for ORIC end of ribbon cable 



FIG 2. Fitting position for 

If you are writing for the 
BBC, then you won't have to 
worry about such hassles as 
special cables . . . the object 
code is stored on disc as it s 
assembled on the second 
pass, and all loaded in and 
executed when you hit f4. 

Right! Now the assembly 
system had been set up, let's 
think about games in general. 


Knowhow 


for the last five years, 
almost all major new trends in 
computer gaming have been 
set by the arcade machine 
manufacturers, the coin-op 
companies. Let's face it . . . 
most of the games available 
for home computers have 
been nothing but pallid imita¬ 
tions of the arcade originals. 
From Space Invaders to 
Donkey Kong, the coin-op 
people made it first. 


ORIC end of ribbon cable 


Recently several software 
houses (notably Ulitmate and 
Imagine) have brought out 
'original' programs, but even 
some of these bear more than 
a little resemblance to their 
arcade siblings. (Arcadia, 
Eugene?) 

Some people see the home 

computer'arcade-style'game 

market dying very soon. They 
do have a point — to a limited 
degree. People will very 
quickly tire of buying awful 
Basic programs packaged in 
pop art, but I suspect that 
there will always be a niche in 
the market for the new, good, 
fast and slickly balanced 
^^arcade-type game ... a very 
large niche. 

With more memory and 
faster processors available 
each year, games are going to 
become more and more com¬ 
plicated and much moreintel-j 




Continued on page 83 



























































































































































ABF 


RROGRAMMABLE 


JOYSTICK 



for 


Works wit:h 
QUICKSHOT n 
TRACKBALL 

Recognised as the only true Hardware 
Programmed joystick interface this product 
offers all the features associated with such a 
design. 

You can use any Atari-compatible joystick 
controller with any software for your Sinc¬ 
lair Spectrum or ZX81, not just those with a 
joystick option. 

Movement of the joystick is recognised by 
the computer exactly the same as pressing 
the appropriate control keys, and can there¬ 
fore give the most immediate response to 
that movement. The hardware programmed 
design works with all possible key-reading 
methods, both BASIC and Machine Code. 
Eight directional movement, with or with¬ 
out the fire button being pressed, can be 
achieved by only programming the left, 
right, up, down and fire keys required by 
the game. 

Programming is achieved by a two-digit code, 
which is looked up on the Programming 
Chart supplied, for each direction and firing 
button. These two numbers are then sel¬ 
ected on a pair of leads which are clipped 
onto appropriately numbered strips on the 
interface. 

Once configured this can be marked onto a 
Quick Reference Programming Card for 
storing with the game. As the programming 
is not power dependent the interface can be 
immediately used when next switched on. 
The keyboard remains fully functional and 
can be used simultaneously with the joy¬ 
stick. 

An integral rear expansion connector means 
there is no need to remove the interface to 
connect other peripherals. 

NB. A recent design improvement now 
means that the AGF Programmable Interface 
works with the new Quickshot II rapid 
“Auto Fire” feature. 





or ZXB1 



PACK CONTENTS 

SUPPLIED 

• Programmable Interface Module as illus¬ 
trated, complete with clip-on program¬ 
ming leads. 

• Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 



One pack of ten Quick Reference Pro¬ 
gramming Cards for at-a-glance setting 
to your games requirements. 



KEY 

FEATURES 

★ Programmable design gives TOTAL soft¬ 
ware support. 

★ Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick etc. 

★ Rear extension connector for all other 
add-ons. 

★ Free demo program and instructions. 


12 months guarantee and full written 
instructions. 


ONLY 


11.35 


+ E1 PSiP 


Quickshot; lie Joystick 

NEW IMPROVED GRIP : BUILT IN STABILIZING SUCTION CUPS 

TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE BUTTON 

AGF Hardware. Bognor Regis, West Sussex P022 9BY. Telephone: (0243) 823337. 




FROM: MR/MRS/MISS 


Please allow up to SB days for delivery. 


ADDRESS 


SEND C.W.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.BK. 


FREEPOST, BOGNOR REGIS, WEST SUSSEX, P022 9BR. 


OTY 


ITEM 


PROGRAMMABLE INTERFACE 


JOYSTICK(S) 


PACK(S) QUICK REFERENCE CARDS 


ZX81 □ ZX SPECTRUM □ Please tick 

DEALER ENQUIRIES WELCOME EXPOR T PRICES ON APPLICA 


ON 


ITEM PRICE 


27.95 


12.95 


1.00 


FINAL TOTAL 


TOTAL 






























































VIDEO GAMES ° COMPUTER GAMES °VIDE0mv 




:win 

fCenera! Sir Jeremy ' 

Moore, Falklands victor. 


reviews some 
electronic 
kriegspieis... 


MAJOR-GENERAL Sir Jeremy Moore, ORE, MC 
and Bar. was the Royal Marines amphibious and 
winter warfare specialist chosen to command 
the UK Land Forces in the 1982 campaign to 
retake the Falkland Islands from Argentina. That 
campaign was hailed as a brilliant and humanit¬ 
arian use of force in pursuit of a legitimate 
political objective, and General Moore himself 
was widely seen as one of its major architects — 
though, as he is the first to point out, he was 
assisted in the repossession of the Falkland 
Islands “by abouttenthousand other people", the 
squaddies and sailors for whom he clearly hasthe 
most enormous respect. 

It was therefore with some understandable 
hesitation that we approached him with the idea 
of asking him to visit BIG K's offices and play — 
and then review — a few representative compu¬ 
ter war games. To our delight he readily agreed, 
and as a result spent a February afternoon and 
evening taking on — andtrashing, let it be said — 
the state of the kriegspiel art (so far). 

The games we chose to show him were 
Legionaire (Avalon Hill); Stonkers (Imagine): 
Eastern Front (Atari), and Battle of Normandy 
(Strategic Simulations): one ROM, twocassettes, 
and a disc. (We were also planning to show 
Computer War and Confrontation, but the 
former went astray in the post and the latter, by 
Lothlorien, unfortunately failed to had, despite 
having run perfectly the previous night. A las, etc.) 

General Moore tore into each game with a 
vigour that — we suspect — was not wholly 
martial. (We think he enjoyed himself.) You can 
read his comments on each game, as well as one 
or two other related matters, elsewhere on these 


pages. 




■ ■ ■- 


(Avalon Hill) 


Roman Army grid-system 
tactical game designed by 
Chris Crawford. Up to ten 
legions of varying qualities 
are matched, in hostile Gaul, 
against twice the number of 
barbarians, whose compe¬ 
tence or otherwise can also 
be specified. General Moore 
started with three legions 
against six, stood off, from 
higher ground, a wildcavalry 
assault, then decoyed and 
annihilated In detail the 
remaining hapless Aste- 
rixes. It was No Contest. 
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O/V THE ETHICS OF IT ALL 


“I'm certainly not in favour of glamoris¬ 
ing war, because the last thing war is is 
glamorous. It's sordid and unpleasant. A nd 
any game that didn't base itself round the 
premise that war is both morally wrong and 
generally undesirable would itself be wrong. 
Nevertheless, wars do occasionally have to 
be fought from time to time. 

“I don't think any sort of game makes war 
respectable. A s long as it is seen as a game." 
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ling is also available and 
operationally smooth. Gen¬ 
eral Moore dabbled politely 
but the game title itself, 
which forsomereasonkeeps 
reappearing viaa sortoftick- 
ertape device, made him vis¬ 
ibly restless. He thought his 


Technically successful 
transference of the large- 
format strategic wargame 
onto one-half of a Spectrum 
screen. Relatively shallow in 
content, it nonetheless is 
visually excellent (for a 
Spectrum) offering a 


son might enjoy Stonkers. 


genuine zoom facility. Scrol 


in fact it was chosen to 


Also a Crawford design 
illustrate two stages of a single idea — Eastern front has 
the plotline of Tigers in the Snow — i.e.the 1941 German 
invasion of Russia: Operation Barbarossa. 

Our guest rapidly grew involved in the easy-to-grasp 
mechanics of this spectacular game; Guderian-like, he 
punched massive holes through the massed tanks of the 
Red Army and drove through the Byelorussian plains 
towards Moscow. The sound and fury of the action were 
accompanied by a fascinating commentary on 
^ th ehistorical event. 
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Continued on page 75 
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NEW! 


23 50 Elborough St., Soi.itlifield', London SWI8 SDN. 

W / .1 A 


I am a Distributer/Multiple/Retailer/Dealer Please contact me 
(please delete whichever not applicable). 




Post 


SOFTWARE INVASION 50 ELBOROUGH STREET SOUTHRELDS LONDON SW18 5DN;^|jiri 


EAGIESWING 

... he glanced at his fueTfovels, a few more seconds of «#ng time. He 
had to swing round through the burst of fire to reach the Docking platform, 
he knew, in two minutes the game could be over... GRAPHICS, REALISTIC 
COMBAT, SUPERB CONDITIONS,BBC MODEL B, E7.95 CASSETTE, £11.95 DISK. 


SpsoksB Spiders 

. . perhaps, very slowly, he could reach the cellar-quietly he stairleil e/ 
climbing down, his foot slipped as the giant spider dived to^yar^s him . .. 

SOUND EFFECTS, EXCELLENT GRAPHICS, BBC MOfiSH B, . 

£7.95 CASSETTE, £11.95 DISK. ^ 

HOW TO ORDER: You may purchase any of the Games^'tisfed from most good B'0€.Software Siockis!^# 
W H Smiths, HMV or your nearest Spectrum Dealer. , cncTXA/APi: 

To order direct, fill in the coupon below with your requirements, make cheque/P,0. payabfe^o. SOPTWAHfc 
INVASION and post to us. Please allow 7 to 1-1 days for delivery. 

OVERSEAS ORDERS: Please add £0.75p per dm ordered. 


Do you write your own 
programni®i%^ yoiiilive 
an unusual programme 
which can meet our 
standards you could be 
earning more than £250 per 
week. Why not take 
advantage of our sought 
after reputation. Write now! 


... there was no escape, he had to enter the Vortex and bet on his skills! 

He qrabbed the manual controls and with determination fired both 

upper deck guns... EXCELLENT SOUND KEYBOARD OR JOYSTICK, BBC MODEL B 

ALSO AVAILABLE ON ACORN ELECTRON CASSETTE FOR £7.95. 


UnNSMOKE 

...the movement of the saloon-bar door was all the warning he needed! At the 

speed of light his hand moved toward his holster, while a sixth sense warned him of the upper 

floor window... 3D ACTION, SOUND EFFECTS, BEAUTIFUL GRAPHICS BBC MODEL B 

£7.95 CASSEHE £11.95 DISK 


/ ... the continued thunder of the hissing ground missiles had long now deafened him - unless he 

had some of those bombers down, the fleet, in the small stretch of water was a sitting duck... 
3D ACTION, SOUND EFFECTS, BEAUTIFUL GRAPHICS BBC MODEL B £7.95 CASSETTE £11.95 DISK 

dTTdCKOII 

4LPH4 CEITMUiy , 

.. Jie punclmd the key^l monitor filled witi t^ picture of hug-eyed wasps attacking 

front dieir miiIi Miii niTtniliriiiiiifnlY he dived to the left and his laser gun bur^lntu eclion... 

30 ACTION, EXPLOSIVE SOUND EFFECTS BBC MODEL B £7 95 CASSETTE £11.95 DISK ' 


I enclose my Cheque/P.O. for £. 

Name_ 

Address- 


• Distributors, Multiple I 
Retailer Group inquiries I 

# Available from WH Smith, i 
Spectrum shops and over 5G 
outlets in the U.K. 


GAMES 
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TAPE 

DISK 

40 TRACK 

80 TRACK 
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VORTEX 
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VORTEX 

fAcorn, Electron ) 







A1 PHACENTOURI 







30-BOMB ALLEY 
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GUNSMOKE- 

FAGl ES WING 







SPOOKS & 
SPIDERS 













- 


soFTieiRE invasion 

invade your home computer! R B 


Let excitement 
Travel to Aipha Centauri. Enter the Vortex 
Command the ground missiies, or join the 
shoot-out at the O.K. Corrai! 































































VIDEO GAMES«COMPUT 


Strategic Simulations 


OMAHA 


tmkm 
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Visually superb but intensely complicated hex-based 
D-Day simulation which gives you control of virtually 
every aspect of thatgiant amphibiousoperation of war — 
and therefore of particular interest (we hoped) to an 
amphibious warfare specialist. 

The reviewer was clearly very impressed indeed with 
this state-of-the-art disc; unfortunately the accompany¬ 
ing documerltation, while rich and varied in many 
non-essential ways, is short on actual play instructions. 
We had to re-start the game more than once. At the tail 
end of a five-hour reviewing session we simply could not 
ask ou^ guest to spend as much time on Normandy 3 S he 
would otherwise have liked. Normandy, he told us, came 
closest of the four to providing anything like a genuine 
general's eye view. 


































Many computer games 
depend entirely on good 
graphics for plasrability. 
In addition graphics pure 
and simple are emerging 
as the fastest developing 
form of computer art. In 
this first of an occasional 
tutorial series. BICKABB 
TAITLOR - designer of 
CRI.’s2X81 High 
Besolutloii and, more 
recently, the Fifth 
games-writing extension 
to Sinclair BASIC- 
eiq^lains some routines 
both ancient and modem 
ontheSINGIiAIB 

fiMsfJE j w X 

Want to loiow how to 
draw a 3D object on the 
Spec and then rotate it? 
Read on, Hackduff... 


Moire 10 FOR a =0 TO 255 
Pattern plot a,O: draw over 

l}255-2*a,175 
30 NEXT a 

40 PLOT 0,a! DRAW OVEI 
l;255,175-2*a 
60 NEXT a 


Circular 

Moire 

Pattern 


10 FOR a=0 TO 359 
20 LET angle=a/180*PI 
30 PLOT 128,88 
40 DRAW OVER 1;87*C0S 
ang1e,87*SIN ang1e 
50 NEXT a 


THE COMPUTER on which 
this article concentrates isthe 
ZX Spectrum. Programs listed 
here are, except Listing 8, 
short and simple and lend 
themselves well to conver¬ 
sion to other machines. The 
rest will work equally well on 
both 16K and 48K machines. 

Sinclair BASIC has a rather 
limited vocabulary of graphic 
commands — namely PRINT, 
PLOT, DRAW and CIRCLE. 
Matters are not helped by the 
relatively sluggish speed of 
Sinclair BASIC which makes 
movement and animation dif¬ 
ficult— and nigh impossible if 
you intend to animate more 
than a couple of objects 
simultaneously. 

The only real solution tothis 
fundamental problem is to 
write programs in machine 
code for the sake of speed. 
Another possible alternative 
is to use a faster language, 
such as FORTH or PASCAL, or 
to use an extended version of 
BASIC that Is specifically 
designed to handle animation 
and movement. 

Static 

For these reasons I'll con¬ 
centrate mainly on static dis¬ 
plays rather than their 
animated counterparts. The 
four commands and the 
numerous mathematical and 
graphical functionsof Sinclair 
BASIC represent about the 
minimal requirement to pro¬ 
duce anything worthy of a 
machine like the Spectrum. A 
surprisingly small amount of 


BASIC can often produce 
quite stunning displays. 

Listing 1 illustrates this 
rather nicely. This six-line 
BASIC program produces a 
finely detailed regular pattern 
which looks quite attractive 
even without the use of 
colour. The basic of the pro¬ 
gram isthe drawing of lines in 
OVER 1 mode. As you will 
(naturally) recall from chapter 
17 of the BASIC manual, 
OVER alters the behaviour of 
the graphics commands. 
Instead of just plotting a pin¬ 
point by making it the ink 
colour, irrespective of the 
pixel's previousstake,OVER 1 
changes this so that a pixel is 
set to the ink colour if it was 
previously the paper colour 
and the other way about. 

Excellent 

The use of OVER 1 can 
produce some quite excellent 
effects, especially if many 
lines are drawn in close prox¬ 
imity to one another. 

Listing 2 produces a similar 
sort of pattern but it iscircular, 
rather than the less inspiring 
rectangular shape. The patt¬ 
ern is created by the effects of 
lines radiatingfromthecentre 
of the circle to its circumfer¬ 
ence, at a one-degree spac¬ 
ing; 360 lines in all. The white 
area around the centre of the 
circle is caused by the numer¬ 
ous lines originating from the 
centre interacting with one 
another to leave, in the main, 
just the white paper colour. 
The whitish areas around the 


Rosette 

10 PLOT 128,BBS 
FOR y=0 TO 360 
20 LET r=87*SIN 
(10*y/180*PI) 

30 DRAW 128+r*C0S 

(y/lBO^PD-PEEK 

23677,88+r*SIN 

(y/iaO*PI)-PEEK 

23678 

40 Next y 


Circles 

10 CIRCLE 
128,88,87: CIRCLE 
128,88,44 
20 FOR a=0 TO 359 
STEP 30 

30 PLOT 128,88: 
DRAW 44*C0S 
(a/180*PI),44*SIN 
<a/180*PI),PI 
40 DRAW 43*C0S 
<a/180*PI),43*SIN 
(a/180*PI),-0.75* 
PI 

50 NEXT a 


4 Rosette 

10 PLOT 128, BBS 
FOR y=0 TO 360 
20 LET r=87*SIN 
(10*y/180*PI) 

30 DRAW 12a+r*C0S 

(y/180*PI)-PEEK 

23677,88+r*SIN 

(y/iaO*PI)-PEEK 

23678 

40 Next y 













































































10 INPUT '*Nuiiibsr of 

sides? "fa 

20 IF a»l OR aOINT 

a THEN GOTO 10 

30 DIM a(a,2)i LET 

c-1 

40 FOR b«0 TO 359 
STEP 360/a 
50 LET 

a(c,l)»128-i-C0S 
<b/180«PI)«87 
60 LET 

a(c,2)*=88-^SIN 
(b/180*PI)*87 
70 LET c-c+li NEXT 


80 FOR b«l TO a 
90 FDR c»l TO a 
100 PLOT 
a(b,l),a(by2) 

110 DRAM 

a(c,l)-a(by1)ya(Cy2 
)>a(b,2) 

120 NEXT c 
130 NEXT b 




10 CLERR 30000; PRPER 7. JNK 0 
: CL3 

20 GO SUB 9000. BORDER 7. LET 
i =60 

30 LET ii=S2N (i 
4-0 LET 3* = *'" 

50 LET M=0. LET y=9 
60 PLOT 127,0. PLOT 12S,0 
70 INPUT ”X displacement i200 
to end) '';xx: IF XX=200 THEN GO 
TO 1000 

80 IF x-^xx<0 OR x-»-.xx.>7S THEN G 
O TO 70 

90 INPUT "Y displacement ";yy 
100 IF yy<0 THEN GO TO 90 
110 IF yy+y>4.9 THEN CO TO 90 
120 PLOT 128-»-X,y. ORRU XX,yy 
130 PLOT 127-x,y: DRAW -XX, yy 
14.0 LET X=X+XX; LET y=y+yy 
150 LET a$=a$+CHR* X+CHR* y 
160 60 TO 70 
1000 CLS . DIH a(20,2) 

1010 FOR a=0 TO 7 
1020 GO SUB 2000 
1030 GO SUB 8000 
1035 CLS 
104-0 NE.XT a 

1050 FOR a =128 TO 24-0 STEP 16 
1060 POKE 30114.,a. RANDOMIZE USR 
30112 

1070 NEXT a. GO TO 1050 
2000 FOR b=l TO LEN aS STEP 2 
2010 LET .X=CODE a^tb) 

2030 LET y=CODE a*(bH-l.» 

204.0 GO SUB 3000 
2060 NEXT b 
2070 RETURN 

3000 FOR C=0 TO 359 STEP 18 
3010 LET d = C-t- (S,3S*a) 

3020 IF d.'=360 THEN LET d=d-360 

3030 LET py=is»y 

304.0 GO SUB 4.000 

3050 NEXT C 

3055 DRRU bx-xd,by-yd 

3060 RETURN 

4.000 LET yd=SIN (d./180»PI.( »X aCOS 
(i/180*PI) 

4.010 LET xd=COS (d/lSOaPI) ax 
4020 LET Xd=128-»>xd. LET yd=90+yd 
^py 

4030 IF c=0 THEN PLOT .Xd,yd. LET 
bx=xd. LET by=yd 
4040 DRAW >td-PEEK 23677 , yd-PEEK 
23678 

4050 IF b=l THEN PLOT 128,90. DR 
RU Xd -128, yd -90: GO TO 4070 
4060 PLOT a (l + C/13,1) ,a CH-c.''18,2 
); DRAU xd-3 (l^-c/lS, l.» ,yd-a (l^-c/ 
18,2) 

4070 LET a (H-C/18,1) =xd 
4080 LET a tH.C/18,2) =yd 
4090 RETURN 

8000 POKE 30102,12S-fa»16 

8010 RANDOMIZE USR 30100 

6020 RETURN 

9000 RESTORE 9500 

9010 FOR a=0 TO 23 

9020 READ b: POKE a+30100,b 

9030 NEXT a 

9040 RETURN 

9500 DATA 17,0,0,33,0,64,1,0,16, 
237,176,201 

9510 DATA 33,0,0,17,0,64,1,0,16, 
237,176,201 


Spiral 


10 PLOT 128,88: 
FOR y=0 TO 8000 
STEP 5 
20 LET 

r=0.5*(y/iaO*PI) 
30 DRAW 
12G+r*C0S 
(y/180*PI) -PEEK 
23677, 8a+r*S IN 
(y/180*PI) -PEEK 
23678 
40 NEXT y 


10 INPUT "Number 
of sides? '‘;a 
20 FOR b=0 TO 
359 STEP 360/a 
30 LET 

x=128+87*C0S 

(b/180*PI) 

40 LET 

y=8B+B7*SIN 

(b/180*PI) 

50 PLOT x,y: IF 
bOO THEN DRAW 
1astx—X,1asty-y 
60 LET lastx=x: 
LET lasty=y 
70 NEXT b 
80 PLOT x,y: 

DRAW 215-x,8a-y 


Polygon 


edges of thecircle iscaused by 
the gaps between the lines 
drawn from the centre. 

A useful advantage of 
DRAW istheabilitytoproduce 
curved lines between two 
points. Listing 3 provides an 
example of this. You might 
notice a slight pause preced¬ 
ing the drawing of each 
curved line. This represents 
the time used bythecomputer 
while It is 'number crunching' 
in order to work out what the 
line mathematically looks 
like; something the computer 
has to do before it can actually 
draw the line. 

Rosette 

Listing 4 produces a sort of 
rosette shape. The program's 
slowish speed Isa result of the 
large amount of mathematics 
that has to be done to produce 
the shape, especially calcula¬ 
tions involving SIN and COS 
which are not particularly 
quick executing functions at 
the best of times. Listing 5 
produces a detailed spiral 
pattern. Again, the large 
usage of the SIN and COS 
functions slow down the pro¬ 
gram considerably. 

In both listings 4 and 5 the 
expressions PEEK 23677 and 
PEEK 23678 are used. PEEK 

23677 simply returns thecur- 
rent x coordinate and PEEK 

23678 returns the current y 
coordinate. These x and y 
coordinates detail the point 
from which the DRAW com¬ 
mand will draw a line. If you 
are converting the programs 


to another machine then you 
will have to replace these 
expressions with an 
equivalent. 

The sixth listing is a pro¬ 
gram which enables you to 
draw regular polygons — 
shapes bounded by straight 
lines of equal length. When 
RUN, the program will prompt 
you ifor the number of sides 
the polygon should have. 
Numbers greater than about 
20 result in polygons with 
such short lines that the 
shape looks more like a circle 
than a polygon. 

Listing 7 also constructs a 
polygon but this time each 
point at the end of a line is 
joined toevery point attheend 
of a line to produce a surpris¬ 
ingly detailed and intricate 
pattern. This pattern can be 
easily altered by having polyg¬ 
ons with different numbers of 
sides. Becareful inyourselec- 
tions however as polygons 
with less than about 5 sides 
result In simple and uninter¬ 
esting patterns. 

Full 3D 

Thefinalprogram,shown in 
listing 8, draws what is 
termed a 'Body of Revolution' 
in full3D perspectiveandthen 
proceeds to rotate it through 
360 degrees at a fast rate, 
using a 'memory eating' ani¬ 
mation technique. Unfortu¬ 
nately, this program will only 
work on the 48K version of the 
Spectrum. A body of revolu¬ 
tion is any 3-dimensional 


object which can be sliced 
vertically through its centre at 
any angle and will result in 
two Identical slices. An exam¬ 
ple of a body of revolution is a 
bottle. This property, common 
to all bodies of revolution, 
greatly simplifies the entering 
of the shape intothecomputer 
via the keyboard andalsoslm- 
plifies the algorithm used for 
constructing the object in 3D. 

Profile 

When the program is RUN 
you have to build up a profile of 
the object by entering a 
sequence of x and y displace¬ 
ments. The y displacement 
must always be positive but 
the X displacement can be 
negative or positive. Basi¬ 
cally, the numbers are relative 
displacements (as used in the 
DRAW command) from the 
last point plotted (Initially at 
the bottom of the middle of the 
screen) to the end of the line 
you wish to draw. Although 
the numbers are only really 
controlling the right handside 
of the screen, a mirror image 
is automatically drawn by the 
computer on the left hand side 
of the screen to help you get a 
better Idea of what the object 
will look like. If you type 79,0,- 
60,10,-5,25,50,10,-64,0,200 
in reply to the prompts then a 
suitable 3D object will be pro¬ 
duced. In order to be sure that 
the object will always stay 
within the boundries of the 
screen when drawn in 3D, the 
total width of the object must 


not exceed 80 pixels and the 
height is limited to 50 pixels. 
In this way, you build up the 
outline of the object. 

After you have typed 200 in 
reply to the request for the x 
displacement, the program 
continues on into the next 
stage. Your object is built up 
on the screen in full 3D pers¬ 
pective eight times. Each time 
it has been rotated very 
slightly compared to the pre¬ 
vious construction. The pro¬ 
gress then proceeds to rotate 
the object at a quite fast and 
smooth rate, using a simple 
but very effective machine 
code routine. All the machine 
code does is to recall 4K of 
screen data back onto the 
main screen ata very fast rate, 
making the change appar¬ 
ently instantaneous. There 
are eight such screens and as 
each occupies 4K of memory, 
a full 32K is used for this 
purpose. This explains why 
the program will not fit on the 
16K machine. 


Expanding 


Computer graphics is a very 
wide subject that seems to be 
rapidly expanding all the time 
as new uses for graphics are 
found and new techniques for 
producing them are disco¬ 
vered. The Spectrum is hardly 
in the computer graphics 
league table but, neverthe¬ 
less, it is capable of some 
quite advanced and sophisti¬ 
cated work. 

Next month: ATARI 















Robot Riot is Pac Man in reverse. 

The object of the game is to lay mines along the corridors 
of a robot factory, where the robots are running amok and 
the 'King Robot'has taken over the control room, not only 
on your floor but throughoutthe whole building. Once the 
total floor area has been mined, the King Robot will try to 
escape by leaving the control room and you must enter the 
control room. This ensures that all robots are destroyed on 
the floor and that you can travel to the next. 

Sounds easy? Well, you do have to keep up your energy 
levels by collecting power mites which are also travelling 
around the corridors, and different types of robots will 
either paralyse or kill you if contact is made and more of 
them appear as time goes on. 

As often is the case, the simple games are the best and 
this game will get the adrenalin flowing and give you plenty 
of entertainment. 

Least original of recent Silversoft releases is Sam Spade, a 
Panic/Donkey Kong type game, where you have to run up 
ladders and dig holes on the various levels to trap the 
monsters. You then have to bang them on the head with 
your pickaxe to ensure that they fall to their death. If you 
leave them trapped for too long they will change colour, 
making it more difficult to destroy them. 

From a programming point of view there is little to 
criticise. The action flows smoothly and the graphics are 
fine, and if you do not already possess a similar game then 
this is as good as the best available. However, it is rather 
late in the day to come out with this new version no matter 
how good. — D.C. 

Game: ROBOT RIOT Game: SAM SPADE 

Maker: SILVERSOFT Maker: SILVERSOFT 

MacMne: SPECTRUM 48K Maclilne: SPECTRUM 
Format: cassette Format: cassette 

Price: Price: &6.95 

Bating: KK Rating: K 


VIDEO GAMES “COMPUTER C 


JUST WAIT TILL THE SUN SETS 


ladders. The guardian robots are 
easy to outwit at first. They're not 
too bright and only patrol one of 
the platforms. But as you amass 
modules (curiously they're 
shaped like top hats!) they 
become decidely more active. 
Soon you'redesperatelyclamber- 
ing up and down ladders and 
groaning loudly as you're sapped 
for the umpteenth time. As in the 
way with Pan/c-sX\\e games, 
you're armed with a shovel (or in 
this case laser) with which you 
can dig holes in the platforms. 
Careful timing will send your 


Ever fancied yourself as a bud¬ 
ding Van Helsing? Well if you 
have this curious blend of maze 
and adventure games could well 
be of interest. The idea (of 
course) is to climb the gloomy 
tower, despatch the evil count 
(yes, count) and help yourself to 
his hard-earned loot. A piece of 
cake? Not so. . . The tower is all 
of five storeys high and each 
level consists of one hundred 
rooms — all of which look the 
same. The whole thing is excep¬ 
tionally confusing. 

I, fearless vampire hunter that 
I am, spent simply hours wand¬ 
ering aimlessly around the dun¬ 
geon (level one) Just trying to 
find the exit. Level One is sup¬ 
posed to be the easiest floor 
and consequently has no objects 
to be found or obstacles to over¬ 
come. The result is a quite 
tedious trek that all but destroys 
your enthusiasm for the game. 
There's a HELP feature which 
enables you to consult a map 
and so orientate yourself but 
even that proved of little use. 
The more I consulted the map. 


Game: TRAUSYLVAUIAU 
TOWER 

Maker: RICHARD 
SHEPHERD SOFTWARE 
Machine: DRAGON 32 
Format: cassette 
Price: &6.50 
Bating: KK 


the further I seemed to getfrom 
the exit. Perhaps I was walking 
backwards? Anyway once past 
the first floor things begin to 
look up. There are daggers and 
magic apples to be found, as 
well as patrolling vampire bats 
to avoid. 

Having negotiated all five 
levels you will finally come face 
to fang with the vampire lord. 
Only one of the weapons you'll 
have collected will kill him — so 
choose wisely. The game fea¬ 
tures a SAVE routine which is 
invaluable if you don't want to 
end up back on level one and the 
audio visuals are, if not spectac¬ 
ular, at least adequate. Happy 
hunting! — S.K. 




THE RHONDDA WAS NEVER LIKE THIS 


Raiders of the lost mine! Your 
search forthoseall-elusivepower 
modules (you know the ones) has 
taken you to the Zoltian mine on 
the distant planet of Zol 2. Amaz¬ 
ingly there's a power module to be 
had on every level of the complex, 
and only a few rusting droids to 
outwit in order to claim your prize. 
Of course the SF scenariodoesn't 
really disguise the factthatthis is 
just another variant on the old 
Panicgame, but itcertainlyaddsa 
(sort of) logic to the proceedings. 

Each level of the mine consists 
pf a number of platforms linked by 


clanking pursuers plummeting to 
a lower level, or conversely you 
can dig your own escape routes. 

Animation is smooth if unins¬ 
pired and the action is pleasingly 
unrelenting. However, I can't help 
feeling that the thing would have 
become even more playable had it 
included a joystick option. Good 
fun though... — S.K. 

Game: MO NSTE RS 
Maker: SOFTEK 
Machine: DRAGON 32 
Format: cassette 
Price: &6.95 
Bating: KK 


Mill 




K = CoLild Be Better 
KK == Could Be Worse 
KKK = Unsurpassable 
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Unlocif Your 


T his remarkable product 

will revolutionise programming 
on the Commochre 64. By using 
the simple plain English commands 
you can now write and publish your 
own games to compete with the 
professionals. Powerful yet easy to 
use SCOPE will benefit beginner 
and competent programmer. 

You will handle all aspects of 
Qr^phics, Sprites, Colour, 

Sound, Music & Animation. 

All in original SMper-fast 
machine code.* 


WITH SCOPE YOU CAN WRITE TRULY 
ORIGINAL MACHINE CODE ACTION! 


COMMODORE 64 


★ Comprehensive Instruction 
Manual ^ Tape Demo Routines 
★ Free Membership of SCOPE User's 
Club 'k Programmer's Hot-Line phone 














































★ Europe’s No 1 group of retail outlets 
# Check our multi-national network 
for your nearest dealer 
% if Backed by an after-sales service 
^ second to none 
v if Up to £1,000 Instant credit 

Write for details 


_FOR_ 

Computer Hardware 
and Software Nationwide 


Low Prices — Best S< 

at your local Big Dealer 


Micro-Management Head Office 


16 Princes Street, Ipswich, Suffolk 
» Telephone: 0473 219461 




























































The Big. 


.International Dealer Network 


Aitrlngham 

Pharmacy Computer Systems 
Copeland 

37 Stamford New Road 
Aitrlngham 
Cheshire WA4 1EB 
061 928 0087 

Beverloy 

Beverley Computer Centre 

1 Windmill Passage 

55 Lairgate 

Beverley 

N. Humberside 

0482 881911 

Blrmingtiom 

The Micro Centre 
1756 Pershore Road 
Cotteridge 
Birmingham 
021 458 4564 

Bishops Stortford 

Computus (East Anglia) 

3 Church Street 
Bishops Stortford 
Herts. 

0279 506802 

Bolton 

Selecta Video 

5 Belmont Road 
Astley Bridge 
Bolton 

Lancs. 

0204 52804 

Bridgend 

Automation Services 
42 Dunraven Place 
Bridgend 

Mid Glam CR31 4NS 
0656 3550 

Brighton 

Gamer 

24 Gloucester Road 

Brighton 

Sussex 

0273 698424 

Bristol 

Brensal Computers Ltd 
24 Park Road 
Bristol 

0272 294188 

BrlxhaiYi 

Computer Systems (Torbay) 

Pump Street 

Brixham 

Devon 

08045 6565 

Bromley 

Data Store 

6 Chatterton Road 
Bromley 

Kent BR2 9QN 
01-460 8991 

Bury 

Entertainment in Leisure 

88 The Rock 

Bury 

061 797 3463 

Cambridge 

< GCC Cambridge Ltd 
\66 High Street 
Sawston 
Cambridge 
0223 835330 

Canterbury 

Canterbury Software Centre 

9 The Friars 

Canterbury 

Kent 

0227 53531 

Cardiff 

Steves Computer Centre 
Castle Arcade 
Cardiff 
0222 41905 


Chelmsford 

Essex Computer Centre 
216 Moulsham Street 
Chelmsford 
Essex 

0245 358702 

Chester-Le-$treet 

Knowledge Computer Centre 
15 Northburns 
Chester-Le-Street 
Co. Durham 
0385 881014 

Colchester 

Anglia Newsagents 
Braintree Computer Centre 
193 Lexden Road 
Colchester 
0376 24922 

Colchester 

Capricorn Computers Ltd 
32 North Hill 
Colchester 
91 68471 

County Antrim 

Everyman Computers 

80 Charlotte Street 

Ballymbney 

Co. Antrim 

N. Ireland 

02656 62116/62658 

Dartford 

Anirog Computers 
29 West Hill 
Dartford Kent 
0322 92513 

Derby 

First Byte Computers 
10 Castlefields 
London Road 
Derby 
0332 365280 
Dover 

Dover Internationai 
Computer Centre 
18/19 The Charlton Arcade 
High Street 
Dover Kent 
0304 212433 

Dyfed 

Business Information System 
Computer Centre 
18 Riverside Market 
Haverford West 
Dyfed 

0437 2776/68228 

Evesham 

Evesham Micro Centre 
Crown Courtyard 
1 Bridges Street 
Evesham Worcs. 

0386 49641 

Hastings 

The Computer Centre 
37 Die Robertson Street 
Hastings 
East Sussex 
0424 439190 

Harpenden 

Hobbyte 
153 Grove Road 
Harpenden 
Herts 

0587 3542 

Heckmondwike 

Thoughts and Crosses 
37 Market Street 
Heckmondwike 
West Yorkshire 
0924 402 337 
Heme! Hempstead 

Faxminster Ltd 
25 Market Square 
Hemel Hempstead 
Herts. 

0442 55044 


High Wycombe 

South Bucks Computer Centre 
c/o Hull Loosley & Pearce 
12/123 Oxford Road 
High Wycombe 
Bucks. 

0494 442311 

Hornchurch 

Comptel Computer Systems 
112a North Street 
Hornchurch 

M024 46741 

Horsham 

Micro Store 
13b West Street 
Horsham 
W. Sussex 
0403 52297 

Horsham 

Orchard Business Systems Ltd 

34 East Street 

Horsham 

W. Sussex RH121HL 
0403 68461 

Ipswich 

Brainwave 
24 Crown Street 
Ipswich 
Suffolk 

Ipswich 50965 

Lancashire 

Blackpool Computer Stores 
179 Church Street 
Blackpool 
Lancashire FY1 3NX 
0253 27091 

Lerwick 

Tomorrow’s World 
20 Commercial Road 
Lerwick 
Shetiand Isles 
0595 2145 

London 

Computers of 
Wigmore Street 
87 Wigmore Street 
London W1H 9FP 
01-486 0373 

London 

CLM t/a Matmos 
14/16 Childs Place 
Earls Court 
London 

01-373 5000/6607 
London 
Cubegate Ltd 
301 Edgware Road 
London 
01-836 9373 
Maidenhead 
Chiswick Organs 
45 Nicholsons Walk 
Maidenhead 
0628 31765 

Marlow 

CItybench 
2/4 Eton Place 
Marlow 
Bucks 

06284 75244 

Merseyside 

Source Computers 
4 Cross Lane 
New-Le-Willows 
Merseyside 
092 524394 

Milton Keynes 

Landmark Computer Ltd 
Micro Land 
Lietherburn Court 
Brunei Centre 
Bletchley 
Milton Keynes 
0908 368018 


Norwich 

Abacus 

12a Pottersgate 
Norwich 
Norfolk 
0603 614441 

Peterlee 

General Northern Computing 

8 Whitworth Road 

South West Ind. Estate 

Peterlee 

Durham 

0783 860314 


Preston 

Format Computing 
67 Friar Gate 
Preston 
Lancs. 

0772 561952 

Pye 

Tollgate Video 
Tollgate Garage 
New Winchelsea Road 
Rye 

E. Sussex 
Rye 223106 

Scunthorpe 

Ashby Computer Centre 
186 Ashby High Street 
Scunthorpe 
S. Humberside 
0724 871756 

Southend 

Estuary Software 
261 Victoria Avenue 
Southend 
Essex 

0702 43568 

Southall 

Twillstar Computers 
17 Regina Road 
Southall 
Middx. 

01-574 5271 

SI, Anstell 

Computavision 
4 Market Street 
St. Anstell 
0726 5297 

Stirling 

Micro Store 
38 The Arcade 
King Street 
Stirling 

Central Region 
0786 64571 

Stoke On Trent 

Town Computer Centre 
30 Town Road 
Hanley 

Stoke On Trent 
0782 287540 

Stoneleigh 

Diamond Duel Records 

75 The Broadway 

Stoneleigh 

Surrey 

01-393 4944 

Stourbridge 

Interac Systems 
Marchill House 
151 Worcester Road 
W. Hagley 
Stourbridge 
W. Midlands 
0562 885456 


Stroud 

The Model Shop 
22 High Street 
Stroud 
Glos. 

04536 5920 

Surbiton 

Computasolve Ltd 
8 Central Parade 
St. Marks Hill 
Surbiton 
Surrey 
01 390 5135 

Taunton 

Sinewave Computer Services 

Corporation Street 

Taunton 

Devon 

0823 57526 

Tewkesbury 

Sabre Consultants Ltd 
103 High Street 
Tewkesbury 
Gloucester 
0684 298866 

Truro 

Truro Micro Ltd 

Unit 1 Bridge House 

New Bridge Street 

Truro 

Cornwall 

0872 40043 

Uxbridge 

J.K.L. Computers 
7 Windsor Street 
Uxbridge 

Middlesex UB8 1AB 
0895 51815 

Welling 

North Kent Computer Centre 
52/54 Bellgrove Road 
Welling 
Bedley 

Kent DA16 3DY 
01-301 2677 

Whitley Bay 

Video & Home Computers 
Centre 

3 Roxburgh House 
Park Avenue 
Whitley Bay 
Tyne & Wear 
0632 534725 

Wolverhampton 

Wolverhampton Computer 
Centre 

17/19 Lichfield Street 
Wolverhampton WV1 1EA 
0902 29907 

Worthing 

Worthing Computer Centre 
32 Liverpool Road 
Worthing 
W. Sussex 


Fof your nearest European 
Dealer telephone Belgium or 
Holland 

Belgium 

Micro Management 

Belgium 

Ballaerstraat 75 

2018 Antwerp 

Belgium 

03-^8 92B4 

Holland 

Micro Management 
Nederlands 
Raad Huisstraat 98 2406 
Ah Alphen-oan-den-rijn 
01720 - 72580 


CHECK WITH YOUR LOCAL DEALER FOR SPECIAL BARGAINS AND NEW PRODUCT RELEASES 

(All products normally In stock but to prevent a wasted journey phone your local dealer first before calling. All prices inclusive of VAT) 











□URANIUM BARRIERS 


ENTRY 


LAUNCH 


I i 


i^'^' (*■’ 




(Screen 1) 


APPROACH 


(Screen 4) 


INTERCEPT MISSILES 






(Screen 2) 


(Screen 6) 


VICTORY 


(Screen 3) 


LASER CYCLE 


...Earth is threatened by an Empire Deathstar, can you penetrate its 
defences and destroy it before it destroys you? 

52K of pure machine code to give you 12 screens of 3D graphics, super 
smooth 3D animation, unbelievable sound effects music, 4 skill levels 
and hiscore table .. .this is the ultimate challenge? 

This game has to be played to be believed! You have not 
seen what the Commodore 64 is capable of until you have 
played Deathstar Interceptor! - Commodore 64. 

Available now at £9.99! 


COLONY? 


'Ofj'JOfiuisfiS 
;/'£ 20% O'j- f 
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(Screen12) 

CAN YOU REACH IT? 


rjciW \ 
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LAZER CYCLE 

... The M.C.R has selected you to ride on the 
deadly grid; two screens of strategy and 
action, multiple skill levels, hi-score table, 
pause facility, demo mode. 

BBC Model B - £8.95! 


To purchase any of the items above, simply fill in the coupon below 
with your requirements. Make cheque/RO. payable to: 

SYSTEM 3 SOFTWARE LTD and post to the address below. 

Please allow 7 to 14 days for delivery. All prices inclusive of P&P and 
15% VAT. 


Please add £1.00 per game ordered. 


COLONY? 

... Colony 7 fast furious 3D action, as you 
defend your colony’s food stocks from the 
space pirates! The only game to use graphics 
9. Unbelievable 3D landscape! 

ATARI 400/800/XL - £9.95 


Post to: SYSTEM 3 SOFTWARE, 10 MARSHALSEA ROAD, LONDON 
SE11HL 

Please send me the following items; 


.O 

COLONY? 


(at £9,95-FOR ATARI) 


) . □ 

LAZER CYCLE 
(at £8.95-BBC Model B) 


(No. Req.).□ DEATHSTAR INTERCEPTOR 

(at £9.99 - COMMODORE 64) 


mn, JML 


Tel (DAY). 


..Tel (EVE). 






















































GOAD YOUR CODE — Continued from page 70 


100PORYZ-BtosKeS i V ^ ® 

210.trout sei^^’PX^DX :coptyx 

I™*? « = CLI.'fi?r Xi.LOW70.a,p 

270: 3:N£xt 
300MODE7: print 

305PZ-«,600,L-/.=PzS.r***"’‘’^*"9* •*• YX-4 
Nj, J^”f"LEFT* (A# 1 *2«+.: 

WX+7:SOTO320 THENWZ* 

Wr’pMs*"”"™?;*; ''’8"*XTnB(ia,2»wx/7, 

355QOTO320 
360IFYX»4THENVy*z. 

520A7.=1 : CALSFwn^A®°^°^®® 

PRINTTAB (0,12, j «?8,FE62»0, 


FIG 3. NewORIC 'A' 


program 


90REM ORIC DOWNLDADER CREATOR 
100DATA120,169,0,141,3,3,169,247,141,2 

,3,169,221,141,12,3,162,0,189,112 

110DATA151,157,128,187,232,201,48,208, 

245,32,91,151,201,1,240,48,32,91,151 

120DATA133,2,32,91,151,133,3,32,91,151 

,133,4,32,91,151,133,5,238,152,187 

130DATA32,91,151,145,2,230,2,208,2,230 

,3,165,2,197,4,208,239,165,3,197,5 

140DATA208,233,240,201,169,255,141,3,3 

,88,96,169,175,141,0,3,169,191,141 

150DATA0,3,169,2,44,13,3,240,251,173,1 
,3,96,68,111,119,110,108,111,97,100 

160DATA105,110,103,32,67,111,100,101i3 
2,66,108,111,99,107,58,32,48 

170Z=0!FQRT-0TO#88« READA:POKE#9700+T,A 
!Z=Z+A:NEXT 

180 IFZ<> 14666 THENPRINT"Error in data s 
tatoments" 


FIG 4. Program to create the ORIC/ATMOS 


ligent — and much more fun 
to play. Games will have to be 
written by teams more often, 
since one poor programmer 
won't be able to keep track of 
all the factors in a 100K 
program. 

So? The point is, the home 
computer programming 
market isbigenoughfororigi- 
nal product authors, the 'One 
Man Band' people who can 
get good product out quickly, 
but who have to be genius- 
types; andthelessoriginalbut 
still efficient programmers 
who can be integrated into a 
team structure, .leaving the 
difficult new ideas to creative 
person within the group. The 
market will rapidly squeeze 
out the 100-line Basic games 
and other sorts of rushed 
garbage. 

One thing is certain: the 
Mega-programs of tomorrow 
won't just be text. Some¬ 
where along the line someone 
will want to put that half¬ 
megabyte of memory to good 
use controlling graphics; 
moving graphics. And if you 
want a job in the games pro¬ 
gramming side of things, you 
had better know how. 

That said, you still have to 
start somewhere. No-one 
starts off knowing Assembly 
Code . . . almost everybody 
starts with Basic. Learning 
Assembly Code is a kind of 
'First Great Test', like the 
Spartans leaving newborn 
babies on a hillside for the 
night, the idea being if you 
make it through that, you can 
make it through anything. If 
you learn it fluently and 
become conversant with the 
way computers are struc¬ 
tured, then chances are 
you've enough determination 
to be a good games 
programmer. 

Stubborn 

You'll need that degree of 
determination or stubborness 
because only around 30 per 
cent of the time spent making 
a game is actually writing the 
code; the rest isdebugging the 
accursed chunk you've just 
typed in. This (not surpris¬ 
ingly) can get very, very 
boring. A good idea is to see 
the bug as a battle against you 
and the computer, and maybe 
to get a little angry, because 
you are going to need adre¬ 
nalin to keep you going at two 
in the morning. This way, 
when you finally suss the 
error, you've a small victory; 


something to feel good about 
while you do the next bit. 
Without these little moments 
of infantile excitment, pro¬ 
gramming would rapidly 
degenerate into tedious 
monotony. 

However, use of this trick 
has its unfortunate side, 
because after a while some 
programmers become so full 
of their petty achievements 
against the machine they are 
of little use to anything butthe 
computer! This type of person 
won't listen toanycriticismbe 
it constructive or otherwise, a 
dangerous position to be in. 

The moral of the story is — 
don't treat people like pro¬ 
grams — they don't like it. 

I wish this wasn't true, but it 
is: the one biggest thing that 
goes towards making a game 
really successful isthe adver¬ 
tising. There it is. If you are 
after the real money and fame 
stick to the big boys. If you 
want to be able to recognise 
your owngamefrom itsadver- 
tisements then don't. 

Coder 

THIS SERIES is going to 
assume you are already profi¬ 
cient at assembly code on the 
BBC micro, but are over¬ 
whelmed by the thought of 
applying your knowledge to 
much more than filling the 
screen with stars etc. (Yes, 
we've all been there, I think!) 

1 considered every line of 
code I write with an explana¬ 
tion, but this will bore most of 
you to distraction and proba¬ 
bly confuse the rest. To this 

PARTS LIST: 

2 X 20-way IOC sockets 

1 metre of 20-way ribbon cable 

end, if you see something in a 
program you don't under¬ 
stand, type it in, see what it 
does, and try find out what 
each instruction in the pro¬ 
gram does towards what the 
whole thing achieves. If this 
fails, write me e letter. 

Right; to business. The 
single most important routine 
inyour mega-game isgoingto 
be the shape generator rou¬ 
tine, since the shapes are 
what everybody is looking at! 

Think about it . . . every 
arcade gameyou'veeverseen 
can be boiled down into a 
number of'shapes'moving on 
the screen and things hap¬ 
pening when they collide. 


Sure, there are other rules, 
like the movement patterns of 
each shape which go to make 
each game unique. 

So, it's important to get 
some nice looking blocks of 
colour in there! From nowon 
I'll refer to these shapes, e.g., 
the base in Space Invaders as 
meta-shapes or Mshapes. 

Next month I'll be present¬ 
ing two meta-shape creation 
utilities. Both run on the BBC, 


one creating Mshapesto work 
on the BBC itself andtheother 
creating Mshapes that will 
work on the Oric. There'll also 
be the first piece of source 
code for 'spraying' any 
Mshape anywhere on the 
BBC or Oric screen, really fast. 
There'll also be the secret of 
smooth-moov' graphics 
revealed and the first part of 
the example game. 
Maelstrom. 














































0 JB=54272:BOSUB 9000 
1 PRINT" L CLEAR,YELLOW 1 " 

5 POKE 53280,0:POKE 53281,0 
10 REM **)l( SURROUND ***■ 

20 DIM X (4) , Y (4) , C (4) , D (11) 

30 FOR I--=l TO 4: READ X(I),Y(I),C(I) 
:NEXT 

40 FOR 1=0 TO 11:READ D<I):NEXT 


iMTS 


50 FOR 1=1 TO 6*40:P*=P*+'V":NEXT 


60 UL=102:CL=160:F=40:P=S6Tz=0:MX-39 

:MY=24 

70 OS=Z: CS=Z: W=. 96: V= 1: L=2: R=3: U==4 
;8=1024 

80 PRINT"!CLEAR3DO YOU WANT INSTRUCT I 
ONB"; 

82 GET A*:IF A$=""THEN 82 

85 IF LEFTS(A$,V)<>”Y"THEN 100 

86 PRINT 

90 GQSUB 60000 

100 PRINT:INPUT"CDOWNIWANT A FAST, 
MEDIUM, OR SLOW BAME";AS 
150 AS=LEFTS(AS,V) 

160 TL=40 

170 IF AS="F"THEN TL=Z 
180 IF A$="M"THEN TL=20 
200 SOSUB 10000 
220 T=RND(-TI) 

240 UD=3:CD=2:C=0 

260 UX=10:UY=7:CX=29:CY=17 

270 UA=S+UX+F*UY:CA=S+CX+F*CY 

500 REM BETAS 

501 BJ=PEEK(56320):IF BJ=127 THEN AS= 


502 IF BJ=123 THEN AS="4" 

503 IF BJ=119 THEN AS="6" 

504 IF BJ=126 THEN AS="8" 

505 IF BJ=125 THEN AS="2" 

520 IF AS<"2"0R AS>"8"THEN 600 

530 D=(ABC(AS)”48)/L 

550 IF INT(D)<>D THEN 600 

570 UD=D 

600 GUSUB 7000 

660 IF PEEK (A) OP THEN C=C+V 
750 PQKE UA,UL:POKE UA+JB,13 
760 POKE A, C (UD) : PQKE A +■ JB, 8 
800 UA=A:UX=X;UY=Y 
1000 TZ=TI 

1 030 GOSUB 7 100 : B=A : GOSLIB ZO 1 0 
1060 IF((PEEK(B)AND PEEK(A))=P)AND(RM 
D(V)<W)THEN 1600 
1080 T=INT(L*RND(V))+R*(CD-V) 

1090 H=D(T):G=D(T+V) 

1110 GQSUB 7120:B=A:GQSUB 7020 
1130 IF(PEEK(B)AND PEEK(A))=P THEN 15 
90 

1140 IF HOG THEN H=8:GQTa lllo 
1300 GQSUB 7010 
1320 IF PEEK(A)=P THEN 1600 
1400 T=INT(L*RND(V))+R*(CD-V) 

1420 H=D(T):G=D(T+V) 

1460 GOSUB 7020 
1470 IF PEEK(A)=P THEN 1590 
1480 IF HOG THEN H=Q:GOTO 1460 
1590 CD=H 

1600 IF PEEK (A)OP THEN C=C+L 
1750 POKE CA,CL:PQKE CA+JB,15 
1760 PQKE A,C(CD):POKE A+JB,4 
1800 CA=A;CX=X:CY=Y 
2000 IF OZ THEN 5000 
2020 IF TI--TZ<TL THEN 2020 
2040 GOTO 500 
5000 PR I NT " I. HOME, RVSI 
5005 IF OV THEN 5200 
5030 CS=CS+1 
5040 PRINT"Y Q U"; 

5050 GQTQ 5600 


; 


ILLUSTRATION; ROBIN SMITH 
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5200 IF OL THEN 5400 

5230 US=US+1 

5240 PRINT"6 4 ."; 

5250 QQTO 5600 
5400 US=IJS+V: CS=CS+V 
5420 POKE A,214 
5440 PRINT"B 0 T H"; 

5600 PRINT" C R A S H E D I " 

5610 PRINT" [;LEFT153 

YQU="US;"64.="CS 
5620 FOR 1=1 TO 10:BET A$:NEXT 
5630 BET A4i:IF A$=""THEN 5630 
5640 GOTO 150 

7000 X=UX: Y=UY: D=LJD: BQTO 8000 
7010 X=CX:Y=CY:D=CD;GOTO 8000 
7020 X=CX:Y=CY:D=H:GOTO 8000 
7100 X=CX+X(CD):Y=CY+Y<CD):D=CD 
:GOTO 8000 

7120 X=CX+X(H>:Y=CY+Y(H):D=H:GOTO 8000 
8000 X=X+X(D):Y=Y+Y(D) 

8010 IF X<Z THEN X=MX 
8020 IF X>MX THEN X=Z 
8030 IF Y<Z THEN Y=MY 
8040 IF Y>MY THEN Y=Z 
8050 A=S+X+F*Y 
8100 RETURN 

9000 POKE 53280,10:POKE 53281,10 
:PRINT"C CLEAR 3";:GOSUB 9100 

:PRINT"[HOME,DOWN13,BLACK 3"; 

9001 A$=",V«V" 

9002 FOR N=1 TO LEN<A$) 

: PR$'=M I D$ < A$, N, 1) : IF PR*= " THEN P 
R$="CRVS3 CRV0FF3" 

9003 GOSUB 9160:PRINT PR*;:NEXT N 

9004 A*=",WCUP, LEFTI/L'UP, LEFT!," 

C LEFT2 3 .“C LEFT2 3 .“C UP, LEFT 3 ,»t UP, LEFT 3 
»V«Vi: DOWN 3 ,“C DOWN, LEFT 3 ."C DOWN, LEFT 3 
,>C DOWN, LEFT 3 ««,VC UP, LEFT 3 ,‘L UP, LEFT 3 
«“C UP, LEFT 3»“C UP, LEFT 3..“.Vt: DOWN, LEFT 3 
.■C DOWN, L.EFT 3 DOWN, LEF T 3 »•! DOWN, 

LEFT 3 *«C UP, LEFT 3«•[ UP, LEFT 3 ,VC LEFT 3 

9005 FOR N=1 TO L.EN(A*) 

: PR*=MID* (A*, N, 1) : IF PR*=",*"THEN P 
R*="CRVS3 CRV0FF3" 

9006 GOSUB 9160:PRINT PR*;:NEXT N 

9010 A*= " [ LEFT, UP 3 «■[ UP, LEF T 3.Vii'L DOWN, 
LEFT 3 «“C DOWN, LEFT 3.“C DOWN, LEFT 3 ,■ 

C DOWN3.“.■LUP, LEFT 3.“L UP, LEFT 3,VLUP, 
LEFT2 3,*C UP, LEFT 3 bV»"L DOWN, LEFT 3 ,■ 

C DOWN, LEFT 3/C DOWN, LEFT 3 ,■[ DOWN 3 
■".V«VC UP, LEFT 3 ,"L UP, LEF T' 3 .»! UF-', LEFT 3 
.‘CUP, LEFT3,*" 

9015 FOR N=1 TO LENTA*) 

: PR*=M ID* (A*, N, 1 ) : IF PR*= “ THEN P 
R*="CRVS3 I:RV0FF3" 

9016 GOSUB 9160:PRINT PR*;:NEXT N 
9020 A*=" CLEFT3,“CLEFT2 3»*'[:LEFT23«‘' 

LLEFT23 ,■!LEFT, DOWN3i,“i; LEFT, DOWN3.• 
CLEFT, DOWN3DOWN3."AVii*" 

9025 FOR N=1 TO LENTA*) 

: PR*=M ID* T A*, N, 1) : IF PR*= " THEN P 
R*="CRVS3 CRV0FF3" 

9026 GOSUB 9160:PRINT PR*;:NEXT N 
9030 A*=" CUP, LEFT3,“CUP, LEFT3,“CUP, LEFT3 

."C UP, LEFT 3 »V»VC DOWN, L.EFT 3 ."C DOWN, 
LEFT 3»“C DOWN, LEFT 3 b“L DOWN, LEFT 3«WbV 
CLEFT2, UP, LEFT 3.'CUP, LEFT 3,“CUP, LEFT 3 
.■C UP, LEFT 3 ,V»"C DOWN 3 «*C DOWN, LEFT 3 .■ 

CDOWN, LEFT3,•“ 

9035 FOR N=1 TO LENTA*) 

: PR*=M ID* T A*, N, 1) : IF PR*= " THEN P 
R*="CRVS3 CRVOFFI" 

9036 GOSUB 9160:PRINT PR*;:NEXT N 
9050 A*= " C UP 3 

9055 FOR N=1 TO LENTA*) 

: PR*=M ID* T A*, N, 1) : IF PR* = " THEN P 
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Continued on next page 






















































f(4i==" CRVS] CRVaKF:.! " 

9056 (SOSUB 9160: PRINT :NEXT N 

9099 GOSUB 9165:G0SUB 9200 
: FOR T = 1 TO 1000: ITE:XT 

:PRINT"CYELLOW I":RETURN 

9100 PR I NT " i: HOME, DOWN 1,6, RI GiHT 9 1 

C BLACK 1 IlijC B1,.TJE I ilffli: BLACK J ,| 

CRVSIll 

9110 PR I I'l r " IRI BH'T 9 1 C RVS, BLUE 11 

iiRVOFF, black;:i I 

9120 PRINT" i:R16HT9;i CBLUE, I<VSI 

C BUTE I t BLUE 1 L RVOFF , Bl. .ACK i »|| 

9130 PR I NT " L R1 eHT91 RVB , hIlUE 3 

L RVOFF :J 

9140 PR I NT " r: RI GiHT9 3 PiT* 

9150 PR I NT " L RIBHT9, BLACK; 1 r«| 

9155 RETURN 
9160 RETURN 

9165 B J < 1) ==252: BJ (2) ==2:;::;6: BJ (3) =251. 

: BJ (4) =254 : A=0: F'QKE 1761 ■+ J B, 15 
: POHTE 1763 + JB^ 15 
9170 FOR N=1 TO 5:FOR A=1 TO 4 

: POKE 1 :761 , BJ (A) : PGIKE 1763, BJ (A) 

: F0R T =1 TO 150:NE X I T 
9ia0 NEXT A:NEXT N:RETURN 
92(00 F-QR N==1024 TO I'OCT t ;24: PGJKE N,42 
: POKE N+OB, 0: POFcE N-1,32 
:FOR T=1 TO 200:NEXT T:NEXT N 
9203 POKE 1761, B J < 1) : F'OK IE 17 6>'S, B J (1) 
9205 N=N+40 

9210 FOR T=N-1 TO M+(401:10) -1 S TEP 40 
:POKE T, 21: POKE T i-JB,1 
: IF PEEK (T-40) < ;>42 THEN POKE T -40, 
32 

9220 FOR A=1 TO 15i0:NEXT (-i:NEXT T 
9230 N=N-4(;;): F-TIF< T=N TO FT+14: F-'QKF- 1,42 
:POKE T+JB,0:POKE T-1,32 
:FOR A=1 TO 200:NEXT A:NEXT T 
9250 POKE T-1,32:RETURN 
10(I0(;;> FilEM DFilAW BOUNDARY 

10010 PR I NT " r. CLEAR, BLUE } " ; P$; P$; P*; F'*; 
LEFT* (P$ , MX ) "CLEFT, I NS TI |j*r.RVOFF, 
6REEN]";' 

10100 RETURN 

50000 DATA 0, 1,22, --1,0,60, 1,0,62,0, -1 , 
30 

50100 DATA 3 ,2,3,4,1,4,4,1,4,2,3,2 
60000 PR I NT"C CLEARI 


W R A P 
60010 F''FXINT' 
THE SAME 


CRVBI 

A R 0 U N D T R A P 

'r:DawNJ the object of 

IS TO TRAP" 

60020 PR INT"THE COMPUTER. YOUR WALL 
MAKER STARTS IN"; 

60025 PRINT"THE UPPER LEFT PART OF T 
E SCREEN."; 

60030 PRINT" YOU CONTROL IT I»|3 MOT I 


H 


ON WI THE JOYSTICK 
60040 PRINT' 


(IN PORT 


60045 K=19 

60060 F-J7INT" TDaWNTLn O START GiAME T YPE 
ANY KEY OR" 

60070 F'R I NT " TYPE C RVS ::i F- C RVGIF F- 3 
FOR FAST SAME" 

600B0 PR I NT " C RVS 3 M C RVG'FF 3 

FOR MEiKlUM 03AME" 

60090 PRINT" C RVS 3 S L RVOFF 3 

FOF’i SLOW GAME" 

60200 RETURN 
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More than fun and games! 


tuftkOKTHKmm 

T by Primer Educational Software 

he ever-popular Mr. Men help prepare 
young children for reading with four 
simple and absorbing games designed 
to exercise essential skills as well as entertain 
An easy-to-use, colour-coded key guide 
IS included with an illustrated introductory 
^ book, featuring the Mr. 

•• \ Men. For ages 4 to 8 
) years. Available now on 
cassette for the BBC B, 

' Spectrum 48K and 
Electron £ 8 . 95 . 


n 


by Widgit Software 

T wo mind-stretching, space-age games 
to test mental arithmetic and nimble 
fingers. 

In Sum Vaders alien robots invade the - 
earth. Only quick thinking and fast reactions 
can prevent them. Several levels pf difficulty 
and a two-player game with a handicap 
option make Sum Vaders equally testing for 
all family members, from 8 years to adult. 

Robot Tables challenges the young 
player to make a series of perfect robots. 

Knowing your multiplication 
tables is the key to controlling the 
robot-making machine. With a 
learning mode and a testing 
mode. Robot Tables is a fun way 




for early learners, 
and more ad¬ 
vanced children, 
to master an 
important and 
often neglected 
skill. 

Available now on cassette for the 
Spectrum 48K, Commodore 64, BBC B 
and Electron £6.95 

OCSAR 

THECAT 

M by Andromeda Software 

eet Caesar, a cheeky young cat on 
duty in a well-stocked larder. He’s 
kept busy chasing a gang of hungry 
mice eating the family’s food. Playing against 
the clock, you guide Caesar along crowded 
shelves to pounce on the mice. 

A fast, colourful, all-action, arcade-style 
game with catchy music and a best-score 
record. Challenging for high-scoring arcade 
addicts as well as great fun to play for the 
novice. Available on cassette for the 
Commodore 64 £ 8.95 ^ 
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Rotot^btesjsaju^w^ ^ SOFTWARE FOR ALL THEFMmy 

roMIRRDRSnFT PnRnvt;n * 


To MIRRORSOFT, PO Box 50, Bromley 
KentBR29TT 

Please send me the following (enter 
number required of each item in 
the space provided): 

First Step s with the Mr Men (MM01) 


_Quick Thinking (QT01) 
Caesar the Cat (CC 01 ) 


Caesar the Cat (CC 01 ) 


Offer applies to Great Britain and Eire only. Please allow up to 28 days for delivery 


I enclose a cheque/PO for £.made payable 

to Readers Account; Mirror Group Newspapers Ltd ”. 

I understand that my 
remittance will be 
held on my behalf in 
the bank account 
named above until 
the goods are 
despatched. 



0( please debit my ACCESS/BARCLAYCARD for the sum of f 

cardnof- ^TTT I T TriT 


I 


BK1 


Signature.. 

Name. 

Address. 


mIheUK MIRRORSOFTisare9«le.edlrad6markolM,,rorGroupNe»spapersLld:,'co,'ReQ',No:16866o’Reg'onte^^^^^^ 










































































Sometimes even 
the best of friends 
need something 
new to say 
to each other. 





want 

To get that excited feeling back again. 

Lots more software. But I can’t afford it all the time. 

Lots of new programs. I know all mine backwards. 

To swap notes with other people who love computers. 
To know more about computers. And to use what I know. 
Most of all I want my computer to do more! 

and I don’t want 

To have a lot of hassle. 

Or spend a fortune. ^ 

Or have to tramp for miles to find it all. 


Prestel™ and the Prestel symbol are trademarks of British Telecommunications. 
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You get 



^would like full details on Micronet 800. ^ 

Name_!_ 


irs. 

now. 


An amazing new world of fun and learning. 

A system that puts more muscle into many 
popular makes of micro. 

Dozens of free computer programs and scores 
of exclusive software bargains. Through your 
own ’phone line. A whole sophisticated 2-way 
communication system. Prestel®-the world’s 
biggest viewdata system, under your control. 

and you don’t have to 

spend a fortune to get it all now. 

MICRONET 800, Scriptor Court, 155 Farringdon Road, 
London EC1R SAD Tel: 01-278 3143. 


Make/Model of Micro 
Address_ 


Telephone_ 

MICRONET 800, Scriptor Court, 155 Farringdon Road, 
London ECIR SAD Tel: 01-278 3143. 



Ifs enough to blow the mind of any micro 


One of the many faces on Prestel 




































7 W’ starting up is 

^ ^ Connect the 

switch on your 
*»*' r'"^v^r?^f^l>iJsptj'ctrurTi and connect 
^ the cassette player, type 
“LOAD” and press 
ENTER, then start the 

n cassette player, place 

the keyboard overlay, 
i „ L - and by the time you are 

^ '■ ready, the “MENU” will 

flash on to your screen! 
Usage? Well there is ... 

AS MANY USES AS YOU CAN IMAGINE 
by first following our easy manual, then, in 
no time, you will be abib to utilise as you 
Think best! 


A UNIOUE PRODUCT that will 
^improve your skills and give 
you endless hours of 
; excitement! 


mm 


•k Dealer inquiries welcomed 
k Special discounts to educational 
authorities & government 
departments 

k Export inquiries invited 


.iOW TO ORDER 
BY TELEPHONE: (0923) 48222 

If you are an American Express, 
Barclaycard, Diners Club or Access Card 
Holder simply telephone us giving your 
Card No., Name, Address and item(s) 
required and your order will be 
despatched within 48 hours! 


BY POST: \ 

Simply fill in the coupon enclosing’ 
cheque/RO. made payable to: BRIT 
MICRO or use the special section fo' 
Credit Card Holders and post to the 
address below. 

OVERSEAS ORDERS: 

Please add £10 per item ordered. 


Post to: BRITISH MICRO, UNIT Q2, PENFOLD WORKS, IMPERlAi 
WAY, WATFORD, HERTS. WD2 4YY 

Please send me GRAFPAD for: SINCLAIR SPECTRUM 
□ BBC MODEL B □ COMMODORE 64 
If you require details of the above 
\/prc:inn'5 nlpasp tirk. 


GRAFPAD 

forSineMr Spectrum ... PfWUtt^ illi0 tHs fututcf 


Now you too can have the benefit of drawing your own applications by the simple use 

of our NEW ZX Spectrum version of Grafpad! 

. THE GBAFPAD comes complete with Cassette 

k Programme, Special Keyboard, Overlay, Plug, Light Pen 

■ and, of course, a comprehensive manual full of tips and 

I instructions ... all at the usual high aiality expected from 

m A Vrqitiqu Mirpni 


Size 

25mm height 
55mm width 

260 dep’th-^-..:..iv.:.;.,..,..,^..; 
weight 1.2k (gross) - 


BRITISH MICRO I 


A HEGOTRON GROUP COMPANY 

Unit 02, Penfold Works, 

Imperial Way, Watford, HERTS WD2 4YY 
TEL: (0923) 48222. TELEX: 946024 




Qty. 

Item 

Ex. VAT 

Inc. VAT 

Total 


Grafpad Complete 

£125.00 

£143.75 



Postage, Packing & Insurance 

£5.00 

1 enclose my cheque for /PO. £. 


TOTAL 

£ 


I prefer to pay with my American Express, Barclaycard, Diners Club, 
Access Card. 

(Please delete whichever is not applicable) 

Card No. 

Signature. 

Name. 

Address. 


Address above must be the same as Card Holder 





























































FootbaUGome 


Football Manager 

Designed by Kevin Toms ^ 

Some of the features of the game: 

★ Matches in 3D graphics 

★ Transfer market ★ Promotion and 
reiegation ★ F.A. Cup matches ★ 

Injury probiems ★ Fuii ieague ^ ^ 

tables if Four Divisions Mm a . ■ 

★ Pick your own team 
for each match. ★ As 
many seasons as you 
like ★ Manageriai 
rating * 7 skiil ieveis 

★ Save game facility. 




ddictii^ 


* ZX81 Chart 

Home Computing Weekly 
1.8.83 and 1/11/83. 


Comments about the game from press and our customers. 
"FOOTBALL MANAGER is the best game I have yet seen on the 
Spectrum and my personal favourite of all the games on any micro ... To the ordinary 
person it is an excellent view of what can be done in the field of computer games.. 

The crowning glory of this game is the short set pieces of match highlights which show little 
stick men running around a pitch, shooting, defending and scoring ... It is a compulsive 
game but people who cannot take game sessions of 9 hours or so, which happened on one 
happy Sunday, will be grateful to knowthatthere is a 'save to tape’ option. FOOTBALL 
MANAGER has everything it could .. .The originator. Addictive Games, certainly deserve the 
name.” Rating. 19'20 (Practical Computing-August1983). 


From software stockists nationwide, Inc 


Prices: Spectrum 48K £6.95 
7X8116K £5.95 

(NB 3DGRAPHICS ARE NOT INCLUDED 
IN THE ZX81 VERSION) 
Overseas orders add £1 50 


/IddictiMJ Games 

7A RICHMOND HILL, 
BOURNEMOUTH. BH2 6HE 


Dealers! For urgent stocks send I 

your headed notepaper direct to I 
our address. I 


Msmst 

ATARI • COMMODORE 64 
SPECTRUM • VIC 20 
DRAGON • MEMOTECH 
BBC • SORD M5 • ORIC 
EPSON • SANYO • WREN 

PLUS A WIDE RANGE OF 
SOFTWARE, BOOKS & PERIPHERALS 
ALL NOW AVAILABLE AT OUR 
NEW STORE AT 

71 EAST ST., BRIGHTON 


SOFTWARE ALSO AVAILABLE AT OUR 
71 EAST ST. BRANCH 
TEL.: 728 681 




48K SPECTRUM C5.S0 


NEW 

FOR THECBM64 


THE SPLAT 
CHALLENGE 


NEW 

FORTHECBM64 

THE SPLAT CHALLENGE FOR THE COMMODORE 64 
£6.50 


INCENTIVE SOFTWARE, 54 LONDON ST. 
READING RG1 4SO (0734) 591678 


INCENTIVE SOFTWARE LTD, 54 London Street, 
Reading R614SQ Tel: Reading 107341591678 


91 

































































































GAMES GAMES 

GAMESn 

OVER 1,500 GAMES TO PLAY 

Software Index is the NEW magazine guide 
to the Hundreds of Software Programs 
available in shops and by post. 

It’s packed full with GAMES Software—what 
the games are and where to buy them. 


PLUS Over 700 Educational programs are 
covered as well. 

It’s the only guide to software programs for 

the eight top Micros. _ 

BBC • COMMODORE 64 • DRAGON • VIC 20 • ORIC 

ATARI 400/800 • SPECTRUM • ZX81 

Don’t miss out on the wide choice...GET 


to Mieroeompofor Software 


W84 N92.£1.5o 

In your 
Newsagents] 
NOW 


DEALER ENQUIRIES 
PHONE 
(0438) 

316561 



NEW RELEASE 
for the 64! 

ORANGE 
SQUASH 


SOFTWARE 


3 MAGICAL GAMES FOR THE 64 



CRAZY CAVEMAN - Journey back to prehistoric 
times! A tribe of cave dwellers sends out a hunting 
party, but the men are scattered when they are 
ambushed by a huge sabre-toothed tiger! You are 
one of these hunters: a long way from shelter, you 
begin the hazardoustrekhome.Onthewaythereare 
many dangers, like ROLLING ROCKS, DINOSAURS, 
DODOS AND PREHISTORIC BIRDS. £6.50 




PIXIE PETE 



PIXIE PETE - Deep, deep down underground, 
PIXIE PETE the pot-holer is digging for his survival. 
You control this dauntless pixie, and must help him 
dig his own maze to escape from DESMOND THE 
DRAGON for as long as possible, but if he comes in 
range: quickly engage your HYDROLIC RAM PUMP 
to blow him up. If you manage to destroy DESMOND 
he will return to haunt you as GORGO THE GHOST 
who causes many problems for PETE, £6.95 



BLUE MOON - You are the pilot of an intergalactic 
spacecraft. Your mission is to rescue a sister-ship 
and her crew who are trapped on a hostile planet and 
to return with them to the safety of the Blue Moon. 
However, journeying across the vastness of space 
there are many hazards to negotiate, such as the 
deadly BLUE BOUNCERS, COMETS, BELL BIRDS, 
DROIDS and TECOM ALIENS. £6.50 


Top prices paid for quality COMMODORE 64 programs 

Games available from all good computer shops or direct from Merlin Software at the address below. 

MERLIN SOFTWARE, BUSINESS AND TECHNOLOGY CENTRE, BESSEMER DRIVE, STEVENAGE, HERTS. SG1 2DX 

TELEPHONE (0438) 316561 __ 






















































At R&Rwe believe 
that value comes first, 
and we make it our business 
to ensure that we provide good 
quaiity programs at realistic prices... 
for your enjoyment. 

ALL ARCADE GAMES NORMALLY HAVE 
CHOICE OF KEYBOARD OR JOYSTICK CONTROL 
Should you have difficulty in obtaining our products 
from your local Dealer please send cheque or Postal 
Order indicating titles required, for return of post service. 


CHOPPER X-1 


(For any ZX Spectrum) 

You command the Spectrum Chopper X-1 Gunship— 
Your mission is to repel invading forces and save the 
earth. An action packed original game in full machine 
code 


RP £5.50 


GOLF 

(For any ZX Spectrum) 

Enjoy a game of golf In the comfort of your own home' 
With the choice of a 9 or 18 hole course and the 
challenge of Fairway. Rough, Trees. Bunkers, Water 
& Green. Displays are in realistic colour graphics 
with full score cards. No two games are alike! 


£3.75 


GALAXY WARLORDS 

(For any ZX Spectrum) 

A fast action machine code space game in which 
you defend your position as Galaxy Warlord against 
attacking enemy starships. Both your patrol-ship 
and rockets are steerable The enemy never seem to 
give up' Full colour action graphics and sound for 

RRP £5.50 


GNASHER 

(For any ZX Spectrum) 

The ' famous " arcade maze game with fast machine 
code action, excellent graphics, colour and sound. 
Eat-up all the dots before the Ghosts eat you, or beat 
them to an energy pill which will allow you to eat 
them! Hours of addictive fun 
with on-screen scoring and 
high-score tape-save capability 
for )ust ‘ 

R.R.P 


£4.95 


JUNIOR ARITHMETIC 

(For any ZX Spectrum) 

An excellent educational program for 6-9 year olds. 
The fun way to learn and practice Addition. 
Subtraction, Multiplication and Division Mistakes 
are corrected and explained, along with a running 
total of correct answers. 

Terrific value at just p- 

RRP £.4.90 


STAR TREK 

(For 48K Spectrum only) 

One of the original computer space games, but this 
program has many up-dated features normally only 
found on larger computer versions. Test yourself as 
Starship Commander as your mission takes you to the 
outer reaches of the Galaxy to 
protect Federation Space, the 
Starship and yourself! Excellent 

RRP £4.95 


SPECTIPEDE 

(For any ZX Spectrum) 

Enjoy the thrill of this full machine code arcade game 
Battle to keep the Spectipede at bay but watch out 
for a very unpredictable spider which is out to get you 
For 1 or 2 players with top score and on-screen high 
score feature 

RRP £5.50 
OTHER COMPUTERS? 


Send S.A.E for a full list of our growing range of 
software now available for ZX81 and ORIC-IComputers 


DEALER ENQUIRIES WELCOME 
R&R Software Ltd. 

5 Russell Street, Gloucester GL1 1NE. 
Tel (0452) 502819 


CALLING ALL PROGRAMMERS ... 

WANTED New, Quality Software. 

Send us your latest Progrann 
forevaluation - NOW. 


AVAILABLE FROM LEADING DEALERS NATIONWIDE 































WHAT THE EXPERTS SAY 


rje The graphics are really excellertt, well drawn and 
ppeal for a long time. Krakatoa Is both addictrve and 

»r scores each time Is enormous — very good, htghiy 

“Crash Mrcrd’ 

would not have believed It was possible to do this. 

“Software Superma^t 


Fantastic CBM 64 
Flight Simulation 


The only review said 
"Speech is effective and 
must be at the limit of speC’ 
tram capabilities, graphics 
are excellent and animation 
superb. A combination of 
graphics, adventure maze 
and chase games mal^s 
this an unusual, fascinating 
and addictive program 
which must rank among the 
spectrum classics. 

Value for money t00% 

Graphics 100% 

. Overall score 100% 

H.aw. 

• Home Computing Weekly 


A fabulous and realistic 
flight simuladon packed wi^ 
hazards and detail. 20 
different analog and digital 
controls reviewed by a 
professionai pilot as ‘la very 
enjoyable and challenging 
diversion which will test the 
skill of pilots of any 
standard. I unhesitatingly 
recommend this game to 
anyone. 


£7.50 


Available at W.H. Smiths 

Mail order and trade enquiries to; _ 

Rrnmham Road. Bedford. 0234-213571 
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Taskset 



commodore 


We're only writing 



The complete deep 
space saga. A radical 
joystick action can bring 
inspired flexibility and a 
horrific kill-rate. The 
outstanding graphics 
include highly detailed 
craft and lots more than 
eight sprites at once. A 
full music and effects 
sound track 

accompanies the action. 
All these features 
combine with player 
options and a top 20 hi- 
score table to set new 
standards in hi-tech 
slaughter. 


games, and we're cmly writing for the 64. Rely on us to bring you the greatest games, 
the greatest concepts and the greatest value. 




^ paoeoinr ©OTf 


A brand new character 
game. Poor old Bozo, all 
he has to do is to get 
home after a night out 
with the lads. That’s 
easy until a wobble 
becomes a lurch and a 
stagger. Later into the 
night, all rules go out of 
the window as he 
disbelieves what’s 
happening in front of his 
blood-shot eyes. An epic 
journey with ultra¬ 
smooth graphics and 
sprites which run rings 
round normal games. 



SUPER PIPELINE 


Keep the pipeline open. Foreman Fred and 
Plumber Pete have their work cut out. The evil 
ladderman drops metal wedges to plug the 
pipeline - and only Pete can fix ’em. Pete trusts 
Fred to defend him against the six-legged 
Venusian pipe spiders and the hard case lobster 
while he knocks out the plugs and restores the 
flow. Full accompanying music and effects, 
options and hi-score table. 

JAMMIN’ 

Unlike anything else, a totally musical game yet 
highly colourful. Guide Rankin’ Rodney through 
the top 20 mazes - each with an interactive rock 
sound track. Gather the instruments and make a 
band but watch out for bum-notes, dischord and 
that most deadly effect - distortion. If you’ve 
never heard the full music capabilities of the 64 
grab an instrument and join the band. 

COSMIC CONVOY 



All 


available now on cassette or disk. 


Just surviving is not good enough in this giant convoy. Gontrol 
three fighters at once, to defend the huge transporters as they ply 
between the planets. Only those transports reaching planetfall will 
gam galactic credits, and no-one expects promotion for losing the 


entire fleet. Which freighters must be sacrificed to get most cargo 
to the next planet. Full sound options and hi-score table complete 
the arcade package. 


TASKSET LTD - The Specialists 

Naturally, everything we’ve written for 
the 64 is available on either cassette or 
disk. 

Selected titles available from; 

W H Smith, Boots, Menzies and all good 
computer stores. 

Major distributors include 
Microdealer UK, Websters, Centresoft 
and P.C.S. 

All games are the exclusive copyright of 
Taskset Limited. All rights are reserved. 
Be warned, infringement of those rights 
is an offence. 


cassette 



© MCMLXXXIV TASKSET LTD 13High Street, Bridlington, Yorks Y0164PR. 0262-73798 


See you at the P. C. G. SHOW 
where eke? stand 42 


disk 





























































Two ^reat Airies 


on one tape 


DEFUSION 


Time is running out... you ate oniy 

__seconds from an expiosive experience. 

who |010»! you. ew mo.e as 

Stop havoc and devastation. 

To further confuse you, you may only use each pat 

once. So take care you don t get 
trapped. In the direst 
emergency it is possible to 
make a new path, but that 
will take the one thing 
you haven’t got... time! 


What’s slimy and nasty and 
ties itself... and you 
in knots? 

You control the worm as it 
grows and grows, relentlessly 
filling the screen with its 
segments. Take care to keep 
clear of your own tail, as 
contact means certain doom. 

Only by exactly locating the 
Black Segments can you cross 
your own path. But watch out 
for the Bluebottles. You must 
eat one to avoid crushing 
yourself to death... 




NOW AVAILABLE 
FROM YOUR MAIN 
SOFTWARE RETAILER. 


48K SPECTRUM 


D0I1BLE8IDER 














































THE HOTTEST GAAAES IN TOWN 
FROM LLAMASOFT 


MATRIX 

Jeff Minter has taken Gridrunner - the game that 
topped bestseller charts in USA and UK - and 
created an awesome sequel. 

Graphically superb, it features multiple screens, new 
aliens and attack waves, mystery bonuses, renegade 
humanoids, deflexor fields, diagonal tracking 
countdown/panic phase and much, much more ... 
Packed into 20 mind-zapping zones and 
accompanied by incredible sonics. 

8K expansion rquired. 

Available for Commmodore 64 £7.50 and VIC-20 £6. 


HELL GATE 

HELL GATE on the 64 is certainly no REVENGE or 
HOVER BOVVER, being the VIC 20 code tweaked 
to run on this system. However we are offering it at 
a bargain price to those who like an unusual shoot- 
'em-up, fans of Gridrunner and Matrix should enjoy 
themselves and the game is challenging to all. 

Available for Commmodore 64 £5.00 and VIC 20 £6. 


LASER ZONE ^ 

Experience Laser Zone - an utterly NEW totally 
ORIGINAL masterpiece of Video games design. 

Learn to control two spaceships at once. Feel 
the EXHILARATION as, after long hours of 
practice, you control the two ships so that they 
function as a smooth, co-operative team! Feel 
the raw POWER as you lunge for the electro 
button and BLAST your enemies into expanding 
clouds of SPACE JUNK!! Feel the humiliation aso 
a carelessly aimed BLAST slams into the side of 
your last remaining ship!' 8K expansion required. 
Available for Commodore 64 £7,50 and VIC-20 £6. 




METAGALACTIC LLAMAS BATTLE AT T 
THE EDGE OF TIME 

A fast and original game for the unexpanded VIC. Challenging 
and colourful, with g^ood sonics and a unique game action and 
design, this promises to be the most exciting new 3.5K VIC 
game since the introduction of GRIDRUNNER nearly a year ago 

£5.50 


ATTACK of the MLTTANT CAMELS A 


HOVER BOVVER > 

A totally original arcade game for C64 featuring outstanding graphics and a 
sound track created by a professional Piano Wizard. Gordon Bennet has 

▼ * borrowed his neighbour's 

Air-Mo lawnmower. Mow 

jlgj^ your way through as 

many of the 16 lawns as 

WWk before the 

^IBV pursuing neighbour 

retrieves his mower. Set 
your dog onto the 

• V ft's' neighbour to help you 

^ tight spots and don't 

’ annoy the gardener. Try 

plough through the 

. V oeat flower beds or 

overheat your mower! 


GRIDRUNNER 

Finally true arcade quality on the 
unexpanded VIC! Shoot down the 
segmented DROIDS invading the grid. 
Beware of the pods and zappers! The 
awesome speed, sound, and graphics 
gives you the best blast available for 
unexpanded VIC. Available for VIC-2p 
£5.CK) Commodore 64 £5.00 Atari 
400/800 £7.50 


REVENGE OF THE 
MITTANT CAMELS 

At last the long awaited sequel to Attack of 
the Mutant Camels is available. You are 
controlling a ninety foot high, neutronium 
shielded lazer spitting death camel; leading 
a rebellion against your evil Zzyaxian 
overlords. The game features beautiful 
smooth scrolling graphics and no less than 
42 different attack waves, more than any 
game in video history. The challenge of 
play will last for months as you battle to see 
what's on the next wave. 


Awesome Games Software 


49 MOUNT PLEASANT 
TADLEY HANTS. RG26 6BN. 
TELEPHONE: TADLEY (07356) 4478 


All orders add 

50p postage and packing 


LLAMASOFT GAMES NOW IN 
LASKYS AND MANY OTHER RETAILERS 
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That's right, even the pirates will be dropping their duplicators to avenge 
with excalibur in Cavelon, to join in the swinging fun with Hunchback, to attack with Android Two, jump for 
their lives with Pogo, spin themselves dizzy with Chinese Juggler, they'll just crack-up with 
Eskimo Eddie's Arctic action and there will be no stopping the captain once he gets his 
hook on Mr. Wimpy that zany burger battle. Don’t you miss all the Ocean action get 
down to your local dealer now and join in the fun and games. 

Cavelon Comm. 64 6-90 Spectrum 5-90 Chinese Jnggler Spectrum 5-90 Comm. 64 6-90 

Hunchback Spectrum. Comm. 64, Oric 6-90 || A A' ^ "1 Eskimo Eddie Spectrum 5*90 

Android Two Commodore 64 6*90 ■ ■ Mr. Wimpy BBC. Comm.64, Oric 6-90 

Pogo Spectrum 5*90 Spectrum 5-90 

Ocean Software is .wailable from selected branches of WOOLWORTH W »l SMI 111,.^^. John Menzies. LASKYS. Rumbelows, 

Spectrum Shops and all good software dealers. Trade enquiries phone. 061 832 7049. ' 

. Ocean Software ■ Ralli Building • Stanley Street Manchester M3 5FD ■ Tel: 061 832 9143 : ^ 












ill be dropping their duplicators to avenge 
g fun with Hunchback, to attack with Android Two, jump for 
lizzy with Chinese Juggler, they'll just crack-up with 
e will be no stopping the captain once he gets his 
:r battle. Don’t you miss all the Ocean action get 
r now and join in the fun and games. 

Chinese Juggler Spectrum 5*90 Comm. 64 6-90 
Eskimo Eddie Spectrum 5-90 

Mr. Wimpy BBC, Comm. 64, One 6-90 ^ 

/0(H.¥^ORTM \y II SMI I JohnMenzies, LASKYS.Rumbelows, 

v.ire dealers Trade enquiries phone; 061 832 7049 . ; 

*y Street Manchester M3 5FD • Tel: 061 832 9143 ] 


Now wouldTrall 
spend tjp mdilby 














